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Introduction 


The Magic Encyclopedia Volume Two is the 
second and last of two volumes listing the 
plethora of magical items printed over the 
years for the fantasy role-playing games 
produced by TSR, Inc. About 5,700 items 
dating from 1974 through 1991 are included. 


How to Use this Book 


This game accessory is intended for use with 
either version of the AD&D® game. However, 
a little fiddling is all that is required to 
make the items listed here compatible with 
the D&D® game. For help making conver- 
sions, see the DUNGEONS & DRAGONS® 
Rules Cyclopedia, appendix Two. Many of the 
items (about one third) originally came from 
the D&D game and require no conversions.) 
Each item listed herein is sorted by its 
name, given an experience point value, a 
gold piece value, and a product reference. To 
find a particular item, just look under its 
name in the table of contents. For example, 
all ankhs are together, as well as all man- 
uals. Each volume takes a piece of the alpha- 
bet (i.e., Volume One contains for Abacus 
through Goblet, while Volume Two includes 
Goggles through Zwieback). 
Experience Point Value: To use an item’s 
experience point value, check the particular 
rules you are using. In the original AD&D 
game, experience was awarded only for items 
kept and used on adventures. In the AD&D 
2nd Edition game, experience generally is 
awarded only to the character who creates 
the item. In the D&D game, experience 
generally is not awarded for items at all. 
However, many Dungeon Masters find it 
convenient to grant experience points to 
characters who find and keep magical items 
regardless of what rules the campaign uses. 
This makes it easier for characters to gain 
levels, and also prevents players from con- 
cluding that the only way to gain experience 
is to kill everything in sight. In some entries, 
the word “Relic” appears instead of a numer- 
ical value. This indicates a unique and ex- 
tremely potent item (sometimes also called 
an “Artifact”). Artifacts and relics have 
powers well beyond what even the most 
heroic mortal can wield. Experience is never 
given for these items, and the DM™ must 
carefully monitor their use in the campaign. 
Generally, it is unwise to introduce any 
magical item into a game unless the DM 
understands its powers and how those 
powers will affect play—this is doubly true 
for artifacts and relics. 
Gold Piece Value: The gold piece value is 
used to give the item a base worth. Gener- 
ally, this is what PCs might expect to receive 
if they sell the item to an NPC. However, the 
prices given in these volumes are only sug- 
gestions. In magic-laden campaigns, these 
prices are generally acceptable. In cam- 


paigns where magic is rare or the gold piece 
is very common, the DUNGEON MASTER™ 
might wish to multiply all prices by a fixed 
amount. In one campaign, the Dungeon 
Master may triple the cost of all items, 
whereas another might multiply the cost by 
ten. 

In some entries, the letter ‘“P”’ appears 
instead of a numerical value. This indicates 
that the item is priceless. The item is very 
valuable indeed; the item’s true value may 
actually range from 100,000 to more than 
five million gold pieces, but the item's power, 
history, original owner, or construction 
makes it impossible to actually place a mone- 
tary value on it. 

The Product Reference: This product does 
not include a description of each item. If we 
had printed just six lines of information on 
each item, The Magic Encyclopedia would 
have turned into an expensive, 12 volume set 
(let’s not forget that certain items, like the 
wands of wonder, would require one and a 
half columns of print, not six lines). Since a 
12-volume set was not feasible, we have 
provided an easily identifiable reference 
code. 

This reference code identifies the product 
where a full description of the item’s power is 
given and the page number where the de- 
scription appears. The product list given in 
Volume One is sorted in order of the products 
designator; the designator is the number 
that role-players recognize and use. The 
product list in Volume Two is sorted by the 
product number; the product number is the 
number that retailers recognize and use. A 
product with a designator beginning with a 
letter (and often followed by one or more 
letters and numbers) is a module, magazine, 
or accessory. For Example, FOR2 is the 
FORGOTTEN REALMS® accessory The 
Drow of the Underdark. Product references 
that contain only four numbers are generally 
hardbound books or boxed sets. For example, 
1053 is the RAVENLOFT® Boxed Set. A 
little checking and sorting of your personal 
stock of TSR products will make referencing 
extremely easy within a short period of time. 


How to Use the Randomizing 
Charts 


When possible, the Dungeon Master should 
select the magical items he or she gives out 
in the campaign. Sometimes, however, the 
Dungeon Master has more pressing game 
matters to worry about. The random item 
tables at the end of this volume contain 
most, but not all, of the items listed in The 
Magic Encyclopedia. Items that are excep- 
tionally rare or powerful, such as artifacts 
and relics, are not included in the tables. To 
randomly generate magical items, roll on 
Table 1 on page 152. This table directs you to 


one of the specific categories in tables A 
through S. (Note that these tables function 
differently than the tables in the DUNGEON 
MASTER Guide. All of these tables work 
using d100 (percentile) die rolls. 

Once the general category is determined, 
the Dungeon Master can choose a specific 
item from the tables in that category. Please 
note that each item is given a die roll num- 
ber so that the Dungeon Master can select 
items randomly if he or she chooses. Some 
magic item categories have a preliminary 
table that sends the Dungeon Master to one 
more table within the category in order to 
select the magical item randomly. All catego- 
ries that have more than 100 separate en- 
tries have multiple tables, since it is 
impossible to randomly choose from more 
than 100 items with a single percentile die 
roll. 

Here is an example of how to use the ta- 
bles: 

On Table 1 on page 152, an 82 is rolled on 
percentile dice, leading to Table S: Weapons. 
The Weapons table on page 160, and has a 
long preliminary table . Rolling percentile 
again results in a 68. This leads to Table 
$22: Swords (1-L). If a 52 is rolled on Table 
S22, a Defender +5 sword is discovered. 


Editor’s Notes 


Since 1974, TSR’s policies and the talents 
of its staff and freelance authors have 
matured significantly. Many of the items 
listed in both volumes of the Magic 
Encyclopedia contain references that 
would not be considered acceptable by the 
| standards we set today. References to 
items, however, are included for the sake 
of completeness | 

Likewise, TSR, Inc. has produced many 
products under license over the years. 
While no licensed material is included 
within these pages, these licensed 
products do appear in the products list to 
make it complete. 


r 
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Product List 


AMAZxxx AMAZING® Stories #xxx 

DCADxx Comic, AD&D™ #xx 

DCDLxx Comic, DRAGONLANCE™ #xx 
DCFRxx Comic, FORGOTTEN REALMS™ #xx 
DCGRxx Comic, GAMMARAUDERS™ #xx 
DCSJxx Comic, SPELLJAMMER™ #xx 
DRAGxxx DRAGON® Magazine #xxx 
DUNGxxx DUNGEON® Magazine #xxx 
IMAGxx IMAGINE™ Magazine #xx 

LC1 Gateway to RAVENS BLUFF™ 
MAI Children of the Atom 

PANxx Players Association Newsletter #xx 
POLY xxx POLYHEDRON® Newszine #xxx 
Rl To the Aid of Falx 

R2 Investigation of Hydell 

R4 Doc's Island 

RPGA1L Rahasia 

RPGA2 Black Opal Eye 

RPGA3 Forgotten King 

TSOO1 Operation: Sprechenhaltestelle 


1011 D&D® Basic Box Set 

1012 D&D® Expert Box Set 

1013 D&D® Companion Box Set 

1015 WORLD OF GREYHAWK® Campaign Setting 
1016 QUEST FOR THE DUNGEON MASTER™ 
1017 D&D® Immortal Box Set 

1019 BATTLESYSTEM™ Combat Supplement 
1021 D&D® Master Box Set 

1031 FORGOTTEN REALMS® Campaign 

1032 Kara-Tur, The Eastern Realms 

1037 Dawn of the Emperors 

1038 MERTWIG’S MAZE” Gamefolio 

1039 DRAGONLANCE® Board Game 

1040 City System 

1043 City of Greyhawk 

1044 Great Khan Game 

1045 DUNGEON!” Board Game 

1049 SPELLJAMMER?® Adventures in Space 
1050 Time of the Dragon 

1051 Best of DRAGON® Magazine Games 

1052 WEB OF GOLD™ Boardgame 

1053 RAVENLOFT® Realm of Terror 

1054 HOLLOW WORLD® Campaign 

1055 Horde Campaign 

1056 Castles 3-D Accessory 

1057 ELIXIR™ Board Game 

1058 MAGE STONES” Game 

1059 FANTASY FOREST® Game 

1060 Ruins of Undermountain 

1062 1991 Fantasy Collector Cards Set 1, TSR 
1063 1991 Fantasy Collector Cards Set 2, TSR 
1064 GREYHAWK® From the Ashes 

1065 SPELLJAMMER® Legend of the Spelljammer 
1066 Maztica Campaign 

1068 Greyhawk Wars 

1069 AD&D® Trivia Game 

1070 DUNGEONS & DRAGONS? Game 

1071 D&D® Rules Cyclopedia 

1072 SPELLJAMMER® War Captain’s Companion 
1073 Dragon’s Den Adventure Pack 

1074 DRAGONLANCE® Tales of the Lance 
1075 1992 Fantasy Collector Cards Set 1, TSR® 
1076 Goblin’s Lair Adventure Pack 

1077 AL-QADIM™ Land of Fate 

1078 1992 Fantasy Collector Cards Set 2, TSR® 
1079 RAVENLOFT® Forbidden Lore 


MCO1 
MCO02 
MCO03 


MC04 


MC05 
MCO07 


PHBR1 
PHBR2 
DMGR1 
PHBR3 
DMGR2 
PHBR4 
MC06 
PHBR5 
MCO08 
MCO9 


MC10 
DMGR3 
PHBR6 
MC11 


PHBR7 
DMGR4 
MC13 
CGR1 
PHBR8 
MC14 


DS1 

DSR1 
MC12 
DSQ1 
DSR2 


1080 
1082 
1083 
1432 
2002 
2003 
2004 
2005 
2006 
2009 
2010 
2011 
2012 
2013 
2013 
2016 
2017 
2018 
2019 
2020 
2021 
2022 
2023 
2100 
2101 
2102 
2103 
2104 


2105 


2106 
2107 
2108 
2109 


2110 
2111 
2112 
2113 
2114 
2115 
2116 
2117 
2118 
2119 


2121 
2122 
2123 
2124 
2125 


2126 
2127 
2128 
2129 
2130 
2131 
2132 
2400 
2401 
2404 
2405 
2406 
2407 


1992 Fantasy Collector Cards Factory Set 
Wrath of the Immortals 

Menzoberranzan 

DRAGONQUEST® 3rd Edition RPG 

Original D&D® Three Volume Boxed Set 

D&D® Supplement I: Greyhawk 

D&D® Supplement II: Blackmoor 

D&D® Supplement III: Eldritch Wizardry 
D&D® Supplement IV: Gods, Demigods, Heroes 
Monster Manual 

Player’s Handbook 

Dungeon Master's Guide 

FIEND FOLIO® Tome 

DEITIES & DEMIGODS™ Cyclopedia 

Legends & Lore 

Monster Manual II 

Unearthed Arcana 

Oriental Adventures 

Dungeoneer’s Survival Guide 

Wilderness Survival Guide 

DRAGONLANCE® Adventures 

Manual of the Planes 

GREYHAWK® Adventures 

Dungeon Master’s Guide 2nd Edition 

Player’s Handbook 2nd Edition 

Monstrous Compendium Volume 1 

Monstrous Compendium Volume 2 

Monstrous Compendium FORGOTTEN REALMS® 
Appendix 

Monstrous Compendium DRAGONLANCE® 
Appendix 

FORGOTTEN REALMS® Adventures 
Monstrous Compendium GREYHAWK® Appendix 
Legends & Lore 2nd Edition 

Monstrous Compendium SPELLJAMMER® 
Appendix 

Complete Fighter’s Handbook 

Complete Thief's Handbook 

Campaign Source Book & Catacomb Guide 
Complete Priest’s Handbook 

Castle Guide 

Complete Wizard’s Handbook 

Monstrous Compendium Kara-Tur Appendix 
Complete Psionics Handbook 

Monstrous Compendium Outer Planes Appendix 
Monstrous Compendium SPELLJAMMER® 
Appendix 

Tome of Magic 

Monstrous Compendium RAVENLOFT® Appendix 
Arms and Equipment Guide 

Complete Dwarves’ Handbook 

Monstrous Compendium 

FORGOTTEN REALMS® Appendix 
AL-QADIM™ Arabian Adventures 

Complete Bard’s Handbook 

Monster Mythology 

Monstrous Compendium AL-QADIM™ Appendix 
Complete Spacefarer’s Handbook 

Complete Elves’ Handbook 

Monstrous Compendium FIEND FOLIO® Appendix 
DARK SUN™ Campaign Set 

Freedom 

Slave Tribes 

Monstrous Compendium DARK SUN™ Appendix 
Road to Urik 

Dune Trader 
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2408 


DSQ2 2410 
DSR3 2411 
DSQ3 2412 
DSR4 2413 

3002 

3562 
XXVCA1 3563 
XXVCR1 3565 
XXVCA2 3566 
XXVCR2 3567 
XXVCS1 3569 
XXVCREF1 3570 
XXVCS2 3571 
XXVCR3_— 3572 
XXVCS3_ 3573 
XXVCR6 3574 
XXVCR4 3575 
XXVCS4 3578 
XXVCR5 3579 
PBM1 3580 
XXVCR7 3582 

6002 
GWAC1 6501 
GWAC1 6502 

6570 
BHAC1 6701 
12 6751 
Il 6752 
1J3 6753 
IJAC1 6754 
1J4 6755 
135 6756 
16 6757 
SFAC2 6801 

6850 
MH1 6851 
MHAC1 6852 
MH2 6853 
MHAC2 6854 
MH3 6855 
MHAC3 6866 
MHS 6857 
MHAC4 6858 
MH4 6859 
MHSP1 _6860 
MHACS 6861 
MH6 6862 
MHAC6 6863 
MH7 6864 
MH8 6866 
MH9 6867 
MHACS8 6868 
MHSP2 —-6869 
MHAC9 6870 

6871 
MX1 6873 
MA2 6874 
MX2 6875 
MA3 6876 
MX3 6877 
MU1 6878 
ME1 6879 
ME3 6880 
MU2 6881 
ME2 6882 


DARK SUN™ Dragon Kings 

Arcane Shadows 

Veiled Alliance 

Asticlian Gambit 

Valley of Dust and Fire 

GAMMA WORLD® Ist Edition RPG 
XXVc™ RPG 

BUCK ROGERS* in the 25th Century 
Mars in the 25th Century 

NEO in the 25th Century 

Earth in the 25th Century 

Deimos Mandate (Labeled XXVCA3) 
XXVc™ Character Record Sheets 
Sargasso of Space 

Inner Worlds 

A Matter of Gravitol 

No Humans Allowed 

Luna 

Phases of the Moon 

Belt 

Conquest of the 25th Century 
Hardware 

Chainmail 

GAMMA WORLD® Referee’s Screen 
GAMMA WORLD® Referee’s Screen 
INDIANA JONES™ Role-Playing Game 
BOOT HILL® Referee’s Screen 
Raiders of the Lost Ark 

Indiana Jones and the Temple of Doom 
Crystal Death 

Indiana Jones Judges Survival Guide 
Golden Goddess 

Nepal Nightmare 

Fourth Nail 

STAR FRONTIERS® Referee’s Screen 
MARVEL SUPER HEROES” Basic Set 
Breeder Bombs 

MARVEL SUPER HEROES” Judge’s Screen 
Time Trap 

AVENGERS™ Assembled! 
Murderworld! 

Adventure Fold-Up Figures 
Cat's-Paw 

Pit of the Viper 

Lone Wolves 

Secret Wars 

Project: Wideawake 

Thunder over Jotunheim 

New York, New York 

Last Resort 

Fault Line 

Gates of What If? 

Weapons Locker 

Secret Wars II 

Realms of Magic 

MARVEL SUPER HEROES™ Advanced Set 
Nightmares of Futures Past 
AVENGERS” Coast to Coast 
X-Potential 

Ultimate Powers Book 

Reap the Whirlwind 

MARVEL UNIVERSE” Volume 1 
Cosmos Cubed 

Ragnarok and Roll 

MARVEL UNIVERSE™ Volume 2 
Left Hand of Eternity 


MU3 
MU4 
MT1 
MT2 
MU5 
MX4 
MA4 
MT3 
MLA1 
MLBA1 
MU6 
MLA2 


MLA3 
MSL1 


MSL2 
MSL3 
MU7 

MSL4 


MHR1 
MHR2 
MHR3 
MU8 


6883 
6884 
6885 
6886 
6887 
6888 
6889 
6891 
6892 
6893 
6894 
6895 
6896 
6897 
6899 
6900 
6901 
6902 
6903 
6904 
6905 
6905 
6907 
6908 
6909 
7005 
7005 
7007 
7008 
7009 
7010 
7010 
7011 
7014 
7015 
7016 
7071 
7401 
7402 
7403 
7502 
7503 
7504 
7505 
7507 
7509 
7510 
7511 
7512 
7513 
7514 
7515 
7516 
7601 
7602 
7603 
7604 
7605 
7610 
7620 
7623 
7623 
7624 
7626 
7627 
7628 


MARVEL UNIVERSE” Volume 3 
MARVEL UNIVERSE” Volume 4 

All This and World War IT 

Weird, Weird West 

MARVEL UNIVERSE” 1989 Updates 
Flames of Doom 

FANTASTIC FOUR™ Compendium 
Revenge of Kang 

After Midnight 

Mutating Mutants 

MARVEL UNIVERSE” 1990 Updates 
Night Moves 

Uncanny X-MEN™ Special Campaign Set 
Night Life 

X-Terminate 

MARVEL SUPER HEROES” Revised Basic 
Warlord of Baluur 

Spore of Arthros 

MARVEL UNIVERSE” 1991 Updates 
Stygian Knight 

Lands of DR. DOOM™ 

X-Forces: The Mutant Update 

The SPIDER MAN™ Dossier 

Go West: The AVENGERS” Archives 
MARVEL UNIVERSE” 1992 Updates 
BOOT HILL® 1st Edition RPG 

BOOT HILL® 3rd Edition RPG 

STAR FRONTIERS® RPG 

DAWN PATROL® RPG 
GANGBUSTERS™ RPG 

GAMMA WORLD® 2nd Edition RPG 
GAMMA WORLD® 3rd Edition RPG 
STAR FRONTIERS® Knight Hawks 
CONAN® RPG 

GAMMARAUDERS” Game 

Revenge of the Factoids 

TOP SECRET® Companion 

CONAN?® The Buccaneer 

CONAN" The Mercenary 

CONAN® Triumphant 

Famine in Far-Go 

Legion of Gold 

The Cleansing War of Garik Blackhand 
Mind Masters 

GAMMA WORLD® PC Record Sheets 
Alpha Factor 

Beta Principle 

Gamma Base 

Delta Fragment 

Epsilon Cyborgs 

GAMMA WORLD® 4th Edition RPG 
GAMMA WORLD® Gamma Knights 
Mutant Master 

Operation: Rapidstrike! 

Lady in Distress 

Operation: Fastpass 

Oriental Express 

Ace of Clubs 

Operation: Seventh Seal 

TOP SECRET/S.I.™ RPG 

G4 File 

AGENT 13™ Source Book 

Operation: Starfire 

Covert Operations Source Book 
Doomsday Drop 

High Stakes Gamble 


TSAC4 
TS3 
TSAC5 
TSAC6 
TS4 
TSE1 
TSAC7 
TSE2 
TSE3 
TSAL 
TSA2 
BH1 
BH2 
BH3 
BH4 
BHS 
SFAC1 
SFI 
SF2 
SF3 
SFKH1 
SFKH2 
SF4 
SFKH3 
SFKH4 
SF2001 
SF2010 
SFAD5 
SFAD6 
SFAC3 
GB1 
GB2 
GB3 
GB4 
GB5 


FER.E.E. Lancers 

Orion Rising 

Commando 

Covert Operations Source Book Vol-2 
Commando Brushfire Wars 

Web of Deceit 

FR.E.E. America 

Sting of the Spider 

Web Wars 

Web 

Final Weapon 

Mad Mesa 

Lost Conquistador Mine 

Ballots & Bullets 

Burned Bush Wells 

Range War! 

STAR FRONTIERS® Character Record Sheets 
Volturnus, Planet of Mystery 

Starspawn of Volturnus 

Sundown on Starmist 

Dramune Run 

Mutiny on the Eleanor Moraes 

Mission to Alcazzar 

Face of the Enemy 

War Machine 

2001 A Space Odyssey 

2010 Odyssey Two 

Bugs in the System 

Dark Side of the Moon 

Zebulon’s Guide to Frontier Space 
Trouble Brewing 

Murder in Harmony 

Death on the Docks 

Vanishing Investigator 

Death in Spades 

DRAGON DICE® Percentage Generator 
AD&D® Adventure Gaming Dice 

LAZER TAG™ Official Game Handbook 
LAZER TAG” Tournament Book 
SNARFQUEST™ The Book 

Final Bug 

Faerie Mound of Dragonkind Solo Quest 
Gnomes-100, Dragons-0 

Knight of the Living Dead 
DRAGONLANCE® Saga Graphic Novel Book 2 
Midnight Avenger 

DRAGONLANCE® Saga Graphic Novel Book 3 
Acolytes of Darkness 

DRAGONLANCE® Saga Graphic Novel Book 4 
Atlas of the FORGOTTEN REALMS® World 
Art of the AD&D® Fantasy Game 

Art of the DRAGON® Magazine 
DRAGONLANCE?® Saga Graphic Novel Book 1 
Leaves from the Inn of the Last Home 
Atlas of the DRAGONLANCE® World 
Calendar, 1987, DRAGONLANCE® 
Calendar, 1988, DRAGONLANCE® 
Calendar, 1989, FORGOTTEN REALMS® 
Calendar, 1990, FORGOTTEN REALMS® 
Calendar, 1991, DRAGONLANCE® 
Calendar, 1992, DRAGONLANCE® 
Calendar, 1993, DRAGONLANCE® 
Calendar, 1993, Women of Fantasy 
Steading of the Hill Giant Chief 

Glacial Rift of the Frost Giant Jarl 

Hall of the Fire Giant King 


UK1 
MSOLO1 
X04 
X05 
EX1 
EX2 
106 

U3 

BO5 
X07 
X06 
XSOLO 
N2 

BO6 
BSOLO 
AC02 
ACO1 


Descent into the Depths of the Earth 
Shrine of the Kuo-Toa 

Vault of the Drow 

Tomb of Horrors 

In Search of the Unknown 

AD&D® Dungeon Master's Screen 
WORLD OF GREYHAWK® Folio 
Village of Hommlet. 

White Plume Mountain 


AD&D® Player Character Record Sheets 
AD&D® Player Character Record Sheets 
Permanent PC Folder & Adventure Records 
Non-Player Character Records 

Rogues Gallery 

Hidden Shrine of Tamoachan 
Expedition to the Barrier Peaks 

Keep of the Borderlands 

Queen of the Demonweb Pits 

D&D® Player Character Record Sheets 
D&D® Player Character Record Sheets 
Ghost Tower of Inverness 

Slave Pits of the Undercity 

Secret of the Slavers Stockade 

Assault on the Aerie of the Slave Lords 
In the Dungeons of the Slave Lords 
Isle of Dread 

Palace of the Silver Princess 

Secret of Bone Hill 

Dwellers of the Forbidden City 
Monster and Treasure Assortment 
Dungeon Geomorphs 

Lost City 

Gem and the Staff 

Castle Amber 

Pharaoh 

Oasis of the White Palm 

Lost Tomb of Martek 

Tomb of the Lizard King 

Curse of Xanathon 

Assassin's Knot 

Against the Giants 

Descent into the Depths of the Earth 
Maze of the Riddling Minotaur 

Lost Caverns of Tsojcanth 

Sinister Secret of Saltmarsh 

Against the Cult of the Reptile God 
Danger at Dunwater 

Forgotten Temple of Tharizdun 
Beyond of Crystal Cave 

Blizzard Pass 

Master of the Desert Nomads 

Temple of Death 

Dungeonland 

Land Beyond the Magic Mirror 
Ravenloft 

Final Enemy 

Horror on the Hill 

War Rafts of Kron 

Quagmire! 

Lathan’s Gold 

Forest Oracle 

Veiled Society 

Ghost of Lion Castle 

Combat Shield and Mini-Adventure 
Shady Dragon Inn 
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UK2 
MV1 


Sentinel 

Midnight on Dagger Alley 
Journey to the Rock 

To Find a King 

Blade of Vengeance 

Bane of Llywelyn 

Lost Island of Castanamir 
Gauntlet 

Mordenkainen’s Fantastic Adventure 
Quest for the Heartstone 
Rahasia 

Book of Marvelous Magic 
Test of the Warlords 
Death's Ride 

Sabre River 

When a Star Falls 
Kidnapping of Princess Arelina 
Bloodstone Pass 

CONAN?® Unchained! 
CONAN® Against Darkness! 
Eye of the Serpent 

All that Glitters... 

Drums on Fire Mountain 
Earthshaker! 

Savage Coast 

Dragons of Despair 
Dragons of Hope 

Dragons of Flame 

Dragons of Faith 

Dragons of Mystery 
Dragons of Light 

Dragons of Deceit 

Dragons of Desolation 
Dragons of Ice 

Dragons of War 

Dragons of Dreams 

Castle Caldwell & Beyond 
Dragons of Glory 

Revenge of Rusak (Labeled ACO3) 
AD&D® Dungeon Master's Screen 
Temple of Elemental Evil 
Vengeance of Alphaks 
Night’s Dark Terror 
Swords of the Undercity 
Dark Clouds Gather 
Baltron’s Beacon 

Isle of the Ape 

Mystery of the Snow Pearls 
Master Player Screen 
Thunderdelve Mountain 
Where Chaos Reigns 

Into the Maelstrom 

Red Arrow, Black Shield 
LANKHMAR" City of Adventure 
Destiny of Kings 

Swords of the Daimyo 

Saga of the Shadow Lord 
Tree of Life 

Scourge of the Slave Lords 
Mines of Bloodstone 
Ravager of Time 

Swords of Deceit 

Immortal Storm 
Adventures in Blackmoor 
Creature Catalogue 
Twilight Calling 


Temple of the Frog 
Dragons of Truth 

Book of Lairs 

Day of Al’Akbar 

Queen of the Spiders 
Dragons of Triumph 
Ravenloft II 

RED SONJA® Unconquered 
Treasure Hunt 

Night of the Seven Swords 
Needle 

Skarda’s Mirror 

Wrath of Olympus 

In Search of Adventure 
City of the Gods 

Endless Stair 

Grand Duchy of Karmeikos 
Emirates of Ylaruam 
Ochimo the Spirit Warrior 
Book of Lairs II 

Desert of Desolation 
Bloodstone Wars 

Egg of the Phoenix 
Adventure Pack I 

Blood of the Yakuza 

Five Coins for a Kingdom 
Duchy of Ten 

Official RPGA® Tournament Handbook 
Best of Intentions 
Principalities of Glantri 
Realms of Horror 

Legacy of Blood 

Bestiary of Dragons and Giants 
Under Illefarn 

Talons of Night 

Kingdom of Ierendi 
Moonshae 

Crown of Ancient Glory 
Book of Wondrous Inventions 
Shattered Statue 

Castle Greyhawk 

Elves of Alfheim 

Empires of the Sands 

Tales of the Outer Planes 
Swords of the Iron Legion 
Dwarves of Rockhome 
Throne of Bloodstone 
Magister 

Northern Reaches 

Mists of Krynn 

Five Shires 

Savage Frontier 

Dungeon Master’s Design Kit 
Dreams of the Red Wizards 
Minrothad Guilds 

World of Krynn 

Ruins of Adventure 

Curse of the Azure Bonds 
Lords of Darkness 

Orcs of Thar 

Mad Monkey vs. the Dragon Claw 
In Search of Dragons 
Dragon Magic 

Golden Khan of Ethengar 
Shadowdale 

Tantras 
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FRE3 
GAZ11 
WG09 
FRO7 
WG08 
PC1 
PC2 
OA6 
OA7 
Bll 
B12 
FRO8 
REF1 
REF2 
WG10 
FRO 
WGi1 
WG12 
DDA3 
DDA4 
SJAL 
FR10 
DLA1 
LNA1 
PC3 
DLR1 
WGAI 
SJR1 
FRA1 
LC2 
DDA1 
DLA2 
SJA2Q 
GAZ13 
WGA2 
FRA2 
DLC1 
WGR1 
MAGIC1 
DLA3 
LNR1 
DDA2 
FOR1 
RAL 
SJA3 
FR11 
FAL 
WGA3 
HWA1 
FRA3 
LNA2 
GAZ14 
FROA1 
DDREF1 
WGA4 
HWA2 
HWA3 
SJR2 
SJR3 
DLS1 
LC4 
LCc3 
WGS1 
LNA3 
DLS2 
FR13 


9249 
9250 
9251 
9252 
9253 
9254 
9255 
9257 
9258 
9260 
9261 
9262 
9263 
9264 
9265 
9267 
9269 
9270 
9271 
9272 
9273 
9274 
9275 
9276 
9277 
9278 
9279 
9280 
9281 
9282 
9284 
9285 
9286 
9287 
9289 
9290 
9291 
9292 
9293 
9294 
9295 
9296 
9297 
9298 
9299 
9300 
9301 
9302 
9303 
9304 
9305 
9306 
9307 
9308 
9309 
9310 
9311 
9312 
9313 
9314 
9315 
9316 
9317 
9318 
9319 
9320 


Waterdeep 

Republic of Darokin 

Gargoyle 

Hall of Heroes 

Fate of Istus 

Tall Tales of the Wee Folk 

Top Ballista 

Ronin Challenge 

Test of the Samurai 

King’s Festival 

Queen’s Harvest 

Cities of Mystery 

AD&D® DUNGEON MASTER™ Screen 
AD&D® Character Record Sheets 
Child’s Play 

Bloodstone Lands 

Puppets 

Vale of the Mage 

Eye of Traldar 

Dymrak Dread 

Wildspace 

Old Empires 

Dragon Dawn 

Thieves of Lankhmar 

Sea People 

Otherlands 

Falcon’s Revenge 

Lost Ships 

Storm Riders 

Inside RAVENS BLUFF™ 
Arena of Thyatis 

Dragon Knight 

Skull & Crossbows 

Shadow Elves 

Falconmaster 

Black Courser 
DRAGONLANCE® Classics Volume One 
Greyhawk Ruins 

Magic Encyclopedia Volume One 
Dragon's Rest 

Wonders of Lankhmar 
Legions of Thyatis 
Draconomicon 

Feast of Golbyns 

Crystal Spheres 

Dwarves Deep 

Halls of the High King 
Flames of the Falcon 
Nightwail 

Blood Charge 

Nehwon 

Atruaghin Clans 

Ninja Wars 

D&D® Character Record Sheets 
Vecna Lives! 

Nightrage 

Nightstorm 

Realmspace 
SPELLJAMMER® DUNGEON MASTER Screen 
New Beginnings 

Port of Ravens Bluff 
Nightwatch in the Living City 
Five Shall Be One 

Prince of Lankhmar 

Tree Lords 

Anauroch 


Ship of Horrors 

Vikings Campaign Source Book 
Charlemagne’s Paladins Campaign Source Book 
Horde Campaign 

Under the Dark Fist 

Drow of the Underdark 

Oak Lords 

Practical Planetology 

Tales of Lankhmar 

Fighter's Challenge 

Darklords 

Sons of Azca 

Fires of Zatal 

Wild Elves 

BATTLESYSTEM™ Skirmishes 
Book of Crypts 

How! From the North 

Touch of Death 

Kingdom of Nithia 

Endless Armies 

Nightmare Keep 

Quest for the Silver Sword 
Goblin’s Return 

Minotaurs 

Van Richten’s Guide to Vampires 
Pirates of the Fallen Stars 
Heart of the Enemy 

Islands of Terror 

City of Gold 

Assault on Raven’s Ruin 

Great Glacier 

Night of the Walking Dead 
Strongholds 

Haunted Halls of Eveningstar 
Van Richten’s Guide to Ghosts 
Wizard Spell Cards 

Thunder Rift 

Aurora’s Whole Realms Catalog 
Wizard's Challenge 

Treasures of Greyhawk 

Rock of Bral 

Priest Spell Cards 

D&D® Character and Monster Assortment Pack 
Thoughts of Darkness 
Dungeons of Mystery 

Golden Voyages 

Night Howlers 

Hordes of Dragonspear 

Mighty Fortress Campaign Source Book 
Slayers of Lankhmar 

Poor Wizard’s Almanac 

Gold and Glory 

Greyspace 

From the Shadows 

Celts Campaign Source Book 
Treasure Maps 

Milenian Scepter 

Volo’s Guide to Waterdeep 
Rogue's Gallery 

Knight’s Sword 

Flint’s Axe 

Unsung Heroes 

Milenian Empire 

Patriots of Ulek 

Rary the Traitor 

Sword and Shield 
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Goggles 


Name EP Cost Book/Page 


Goggles 


Goggles are large spectacles that wrap 
tightly against the head. They com- 
pletely enclose the eye, protecting it 
from wind, insects and other airborne or 
flying hazards. Goggles can be fitted 
with convex or concave lenses, allowing 
nearsighted or farsighted wearers to see 
clearly. Generally, the lenses are made 
from glass and the wrap is cut from 
leather or stout cloth. Magical goggles 
are enchanted so that anyone with a 
human-like skull, overall size notwith- 
standing, can wear the goggles. If required to make an item saving 
throw, goggles are treated as glass or leather, whichever is worse. 


Goggle, Darkness 30 200 
Goggle, Troppenribb’s 500 2,500 


1072b-39 
PC2-40 


Gong 

A gong is a large, thin, circular metal 
percussion instrument. When struck 
with a blunt instrument, it emits a 
sound much like that of a cymbal, but 
deeper, louder, and longer lasting. A 
gong must hang freely to produce its 
clamor and usually has one or more 
holes, either along the rim or in the 
center, where thongs or rope can be 
attached. Gongs save as metal. 


Gong, Butler Summoning 200 


1,000 AC04-037 
Gong, Chain 500 2,500 AC04-037 
Gong, Dispelling 1,500 7,500 2018-134 
Gong, Earthquakes 10,000 100,000 AC04-037 
Gong, Fishing 300 =—-1,500 AC04-037 
Gong, Kicking 1,000 5,000 AC04-037 
Gong, Stunning 700 3,500 AC04-037 
Gong, Summoning 1,500 7,500 AC04-037 
Gong, Whirlwinds 2,000 10,000 AC04-037 

Goose 


This construct is four feet tall and 
weighs about 200 pounds. It is built of 
some strange black metal. During the 
day it is completely immobile. At sun- 
set, it whirs to “life” and begins patrol- 
ling the outskirts of a camp, house, or 
other dwelling or area less than 10,000 
square feet, as directed by its owner. If 
it comes across someone within the area 
while patrolling it begins clacking and 
squawking at the top of its mechanical 
voice. Its statistics are MV 15, AC 0, hp 
40, THACO 13. It attacks once per round with its beak for 2d4 points 
of damage. 


Goose, Ipsissimo’s Black 8,000 40,000 DRAG178-19 


Gown 


Name EP Cost Book/Page 


Gown 

A gown is a loose, flowing outer gar- 
ment worn by women. These dresses are 
generally very expensive and highly 
decorative. Gowns intended to be worn 
during important events are elaborately 
made, dyed with fine colors, and orna- 
mented with flowers, feathers, and 


hand-crafted trinkets. 
Gown, Loriell’s 600 3,000 POLY019-30 
Gown, Protection +1 1,000 10,000 new item 
Gown, Protection +2 2,000 20,000 new item 
Grail 


The Holy Grail is a large chalice that 
appears to be made of pure gold, though 
in reality it is crafted from wood. To see 
the Holy Grail, a character must be 
lawful good and above evil temptations. 
When a worthy knight drinks from the 
Grail, he activates its magical powers. 
The chalice has the following abilities 
which it exercises as the need arises: 
create food and water (for all who see it), 
heal, neutralize poison, remove curse (for 
all who can see it), and plant growth 
(over any barren area to which it is taken). 


Grail, Holy Relic P 2108-032 


Grain 


Grains of discomfort are usually found 
in pouches and should always be han- 
dled with gloves. If a handful of this 
substance is hurled at an opponent 
(treat as a thrown weapon) and makes 
contact, the grains work their way to 
the skin and renders the victim incapa- 
ble of action within 1d4 turns until all 
clothing is removed and shaken out. 


Grain, Discomfort 600 3,000 POLY 043-22 


Grappling Iron 


—_—_——————— 


A grappling iron is a hook used to 


secure a rope for climbing. It normally 
has two, three, or four curved tines that 
radiate from a central shank. Deluxe 
grappling irons with folding tines some- 
times are available. These irons can be 
folded flat for easy carrying. Such an 
iron costs twice the price of an ordinary 
grappling iron. 


Grappling Iron, Enchanted 1,200 3,600 LNA1-67 
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Gravitic Stabilizer 


Name EP Cost 


Book/Page 


Gravitic Stabilizer 


This one-ton object looks like a stand- 
ard keel mount for a 10-ton spelljammer. 
Originally designed for the Yacht, it has 
appeared in a few other 10-ton ships as 
well (it cannot be used on larger ships). 
The gravitic stabilizer rotates the ship to 
automatically realign with the greater 
mass whenever the ship is subjected to 
the effects of another gravity plane— 
entering a large object’s gravity well can 
be catastrophic otherwise. 


Gravitic Stabilizer 


Guisarme 


Also called the gisarme or the giserne, 
the guisarme is a pole arm with an 
elaborately curved or hooked blade, 
much like a farmer’s pruning hook. 
Thrusting spikes are often attached to 
the top of the weapon’s shaft. The hook 
in the blade sometimes can be used to 
snag mounted opponents and pull them 
from their seats 


3,000 


Guisarme +1 500 2101-74 

Guisarme +2 1,000 6,000 2101-74 

Guisarme +3 1,500 9,000 2101-74 

Guisarme +4 2.000 12,000 2101-74 

Guisarme +5 2,500 15,000 2101-74 
Gun 


This 500-lb harpoon gun is a powerful 
weapon, but it is impossible to predict 
when it will go off. The weapon resem- 
bles a cannon mounted on a platform. 
Once loaded, it fires in 1d6 rounds. 
Until it fires, a character must constant- 
ly aim it or it automatically misses its 
target. The harpoon fires a single 10'- 
long steel bolt for 3d20 hp of damage at 
a range of 300’. 


Gun, Harpoon, Steamsticker 1,000 10,000 DUNG022-43 


Gyregam 


The origin of these rare devices is now 
forgotten, but they were plentiful at one 


time. Gyregams are fist-sized spheres of ] 
a silvery, mirror-smooth nonferrous | . %, poe. 
metal. When a command word is spo- ~ (A 
ken, the gyregam begins spinning and | SE, 1) 
hangs in midair wherever it is released. | oy 
Thereafter, other commands will invoke | ES - S A 
its various powers. Por 

| + 
Gyregam, Fire 900 9,500 FR04-40 


Hammer 


Name EP Cost 


Book/Page 


Halberd 


The halberd is one of the most effec- 
tive and often used polearms. The 
weapon consists of a cleaver like axe 
blade mounted on a staff six or more 
feet long. The axe blade is balanced at 
the rear with a fluke or hook for dis- 
mounting horsemen and surmounted by 
a sharp spike. The axe blade also is 
angled to give the wielder maximum 
impact when chopping at foes. 


Halberd +1 1,000 10,000 new item 
Halberd +2 1,500 15,000 new item 
Halberd +3 2,000 20,000 new item 
Halberd +4 2,500 25,000 new item 
Halberd +5 3,000 30,000 new item 
Halberd, Cursed —1 — 1,000 new item 
Halberd, Cursed —2 — 2,000 new item 
Halberd, Gold +4 4,000 40,000 2006-32 
Halting Device 


This device can be fastened to most. 
mobile inventions, It is used for emer- 
gency stops. It consists of a crossbow 
shooting a grappling hook fitted with a 
rope. The other end of the rope is fas- 
tened to the vehicle. The device also can 
be used be as a simple grappling hook 
shooter. It has a range of 60’ and costs 
250 gp. It weighs 5 pounds. 


Halting Device, Emergency - 250 AC11-091 


Hammer 


The term “hammer” describes several 
different types of weapons, including 
lucerne hammers (a type of pole arm), 
and warhammers, The warhammer 
takes its basic structure from the stan- 
dard carpentry tool. The head is made of 
iron or steel, with a metal or wooden 
handle. Some hammers are fitted with a 
spike that can be used as a thrusting 
weapon that causes 1d3 points of dam- 
age. 


Hammer +1 300 2,500 2011-42 
Hammer +2 650 6,000 2011-125 
Hammer +3 1,000 9,000 2011-125 
Hammer +4 1,500 12,000 2011-125 
Hammer +5 2,000 15,000 2011-125 
Hammer, Air 600 18,000 FR1L-43 
Hammer, Avenging +2 800 4,000 FRO2-62 
Hammer, Basher 250 2,500 AC11-090 
Hammer, Black +6 8,000 40,000 LC1-46 
Hammer, Breathing 600 3,000 1013-58 
Hammer, Charming 800 =. 4,000. 1013-58 
Hammer, Deceiving 200 1,000 1013-58 
Hammer, Defending 800 4,000 1013-58 
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Hammer 


Name 


Hammer, Deflecting 
Hammer, Draining 


Hammer, Dwarf Thrower +3 
Hammer, Dwarven Thrower +3 


Hammer, Extinguishing 
Hammer, Finding 
Hammer, Flaming 
Hammer, Flying 
Hammer, Gesen 
Hammer, Havoc +3 
Hammer, Healing 
Hammer, Hiding 
Hammer, Holding 
Hammer, Kharas +2 
Hammer, Life 
Hammer, Lighting 
Hammer, Mjolnir +5 
Hammer, Nailing 
Hammer, Penetration 
Hammer, Rune 
Hammer, Silencing 
Hammer, Slowing 
Hammer, Speeding 


Hammer, Thunderbolts +2 
Hammer, Thunderbolts +3 


Hammer, Translating 
Hammer, Vitroin +1 
Hammer, Watching 
Hammer, Winged 
Hammer, Wishing 


Hammock, Entrapment 
Hammock, Layne’s 
Hammock, Protection +1 
Hammock, Protection +2 
Hammock, Protection +3 
Hammock, Protection +4 
Hammock, Protection +5 


EP Cost Book/Page 
800 4,000 1013-58 
1,000 5,000 1013-58 
— 1,800 DRAG156-28 
1,500 15,000 2100-083 
800 4,000 1013-58 
2,000 10,000 1013-58 
1,200 6,000 1013-58 
1,000 5,000 1013-58 
1,200 6,000  1055-CARD 
1,000 10,000 POLY051-22 
3,000 15,000 1013-58 
1,200 6,000 1013-58 
1,000 5,000 1013-58 
1,000 5,000 2021-096 
6,000 30,000 CM2-027 
4,000 30,000 1013-58 
Relic P 2013-106 
300 3,000 DRAG030-37 
2,000 20,000 DRAGO99-52 
2,500 25,000 FR11-45 
800 3,800 1013-58 
800 4,000 1013-58 
750 3,500 1013-58 
2,500 25,000 DRAG062-66 
3,000 30,000 2100-083 
1,000 1,500 1013-58 
8,000 40,000 XS2-38 
1,000 =. 2,000 1013-58 
2,400 24,000 FR11-45 
1,200 12,000 1013-58 
Hammock 


A hammock is a hanging bed or couch 
that must be stretched between two 
sturdy objects. They are most often 
constructed of canvas, leather, netted 
cord, or rope. A hammock generally 
spreads around its occupant to securely 
hold him in place as he rests. The ties 
that hold the hammock above ground 
can easily be unfastened to move the 
hammock. 


— 1,000 AC04-038 
1,000 5,000 POLY043-22 
2,000 10,000 AC04-038 
3,000 15,000 AC04-038 
4,000 20,000 AC04-038 
5,000 25,000 AC04-038 
6,000 30,000 AC04-038 

Hand 


The term “hand” describes a multitude 
of objects. Some magical hands actually 
are pairs of gloves; others are sets of 
extremely powerful gauntlets that cover 
the wearer's knuckles and the back of the 
hand. Other hands are relics (often evil) 
cleaved from the bodies of powerful vil- 
lains, creatures, heroes, or effigies. See the 
item description for details Wearable 
hands will fit any humanoid from pixie to 
storm giant size. 


Harp 
Name EP Cost Book/Page 
Hand, Black 4500 50,000 FA1-48 
Hand, Enjoyment, Extendible 300 1,500 DRAG134-43 
Hand, Harrowing 2,000 25,000 REF5-87 
Hand, Holy of Bane 8,000 = FA1-49 
Hand, Remote Action 1,400 16,500 DRAGO99-51 
Hand, Vecna Relic 60,000 WGA4-69 
Hand, Wonderful 1,400 16,500 FRO4-38 

Handkerchief 


Handkerchiet, Furting 
Handkerchief, Length 
Handkerchief, Sneezing 


Harness, Seker 
Harness, Taming 


Harp, Azlaer’s 

Harp, Broken 

Harp, Charming 
Discord 


Harp, Dove’s 

Harp, Esheen’s 

Harp, Fingerbreaking 
Harp, Gold 


Magical handkerchiefs are simple 
squares of silk cloth. Their power is 
activated when they are dropped, held 
to the nostrils, passed over the eyes, or 
pulled from the pocket. Often, a com- 
mand word must be spoken as well. If 
the handkerchief is exposed to normal 
fire or magical fire, it saves at a +2 
bonus. 


400 4,000 AC04-038 
600 6,000 AC04-038 
— 1,000 AC04-038 
Harness 


A harness is a combination of straps, 
bands, collars, and other components 
that attaches a draft animal to a cart, 
plow or other piece of equipment. A 
horse harness includes the crownpiece, 
front, blinker, cheek strap, noseband, 
bit, sidecheek, throatlatch, reins, hame, 
collar, martingale, hame tug, bellyband, 
saddle, terret, hip straps, breeching, 
trace, and crupple. 


14-32 
DRAGO73-39 


500 
600 


2,500 
3,000 


Harp 


A harp is a musical instrument con- 
sisting of a three-or four-sided frame to 
which strings are attached. The harp is 
played by plucking or strumming the 
strings. Harps may be of nearly any size 
and material, from the 1’-square wooden 
type to the giant-sized triangular ver- 
sion, as much as 30’ tall. All magical 
harps have command words; they can be 
played nonmagically, and must be both 
played and commanded for their magic 
to be activated. 


3,000 12,000 FRO4-42 
100 ‘1,000 AC04-038 
5,000 20,000 2100-170 
= 1,500 2100-170 
500 2,500 FR04-43 
5,000 25,000 FR04-43 
100 1,000 AC04-039 
3,000 24,000 ‘AC04-039 
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Ha rpoon 
Name EP Cost Book/Page 
Harp, Hand 2,000 16,000 FA1-49 
Harp, Janthra’s 5,000 25,000 FR04-43 
Harp, Marks 3,000 24,000 AC04-039 
Harp, Methild’s 4,000 20,000 FR04-43 
Harp, Nithanalor's 2,500 12,500 FRO4-43 
, : 1,000 10,000 AC04-039 
Harp, Rhingalade’s 2,000 12,000 FR04-44 
Harp, Silence 2,500 25,000 AC04-039 
Harp, Spirit Restoration 1,000 10,000 X13-61 
Harp, Throbbing 1,500 7,500 AC04-039 
), Valard’s 1,000 6,000 FRO4-44 
Harp, Zunzalor’s 4,000 25,000 FRO04-44 
Harpoon 
The harpoon is a hunting tool that in 
times of duress, may be used for de- 
fense. It was developed for hunting 
marine mammals and large fish. The 
first harpoons were merely pointed 
sticks. Later they became sticks with a 
head of horn or bone. The heads have 
hooks barbs added for increased damage 
and to hold the harpoon fast in the 
target beast’s flesh. 
Harpoon +1 300 1,500 1072-79 
Harpoon +2 600 3,000 1072-79 
Harpoon +3 900 4500 1072-79 
Harpoon +4 1,200 6,000 1072-79 
Harpoon +5 1,500 7,500 yori 
Harpoon, Exceptional 1,200 6,000 36 
Harpoon, Howling +3 1,000 5,000 DLR1-81 
Hasp 


A hasp is a small, metallic object used 
as a clasp for a door or the lid of a chest 
to secure it shut. Usually brass, a hasp 
can often have a hoop that allows its 
user to secure it with a padlock, nail, or 
other appropriate device to hinder easy 
access. Hasps are very common on 
treasure chests, curio boxes, bedside 
strongboxes, coffers, and wardrobes. 


a 
| 

| f 

| 

| 


AC04-039 
AC04-039 


Hasp, Locking 500 
Hasp, Reloading 650 


Hat 


Magical hats actually can be any type 
of headgear: caps, helmets, or turbans, 
to name but a few. Enchanted hats 
magically shrink or expand fit any size 
head. To use a hat, the user must have a 
head of some sort. In this case a “head” 
is any appendage that houses organs for 
at least half of the standard senses 


2,500 
2,750 


Heater 


Name EP Cost Book/Page 
Hat, Cyclocone 300 15,000 2017-098 
Hat, Difference 1,000 8,000 2017-100 
Hat, Disguise 1,000 7,500 2100-170 

iri 500 =. 3,500 AC04-039 
Hat, Hairlessness 500 ~=—-3,500 AC04-039 
Hat, Headlessness 500 ~=—-3,500 AC04-039 
Hat, Stupidity — 1,000 2100-171 

Headband 


Headbands are simple constructs that 
are wrapped around the forehead, and 
tied securely in the back or on the side 
of the head. They can be made from 
furs, cloth, carved from bone or ivory, or 
woven from plant fibers, Headbands 
usually are used for decorations, or to 
keep sweat and stray hair out of the 
wearer's eyes. | 


Headband, Corusk Mountains 1,800 18,000 2023-080 

Headband, Jotems 800 4,500 2023-080 

Headband, Protection +1 1,000 10,000 new item 

Headband, Protection +2 2,000 20,000 new item 
Heart 


Customarily, a magical heart is a 
golden piece of jewelry, from a quarter 
inch to one inch across, but there are 
exceptions. A heart usually is mounted 
on a thin, decorative chain. It must be 
worn as a necklace, a charm bracelet, or 
as an anklet. The command word must 
be spoken by the wearer for the magical 
heart to take effect. 


Heart, Beating 400 2,000 AC04-040 
Heart, Chicken 200 1,000 AC04-040 
Heart, Hearing 600 3,000 AC04-040 
Heart, Iron 1,000 5,000 PHBR4-109 
Heart, Lion 1,200 6,000 AC04-040 
Heart, Royal 1,500 7,500 AC04-040 
Heart, Stone 800 = 6,000 AC04-040 
Heater 


This invention looks like a large iron 
bell with metal pipes coming in and out 
on all sides, Runes are engraved all 
around the bell. A small door with a 
large padlock is visible at the bottom. 
On top of the whole are small tubes, 
whistles, gauges, and knobs. Once in a 
while, steam bellows out of one of the 
tubes, producing a loud whistling sound. 


Heater, Vanserie’s Wondrous 


Elemental 3,500 32,000 AC11-086 
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Heel 


Name EP Cost Book/Page 


Heel 


| A heel is the thick part of the sole of a 
shoe or boot. A heel can improve the 
wearer's gait and increase daily move- 
ment. Larger heels give the wearer an 
increase in height and thus command 
more attention. Magical heels do not 
experience the normal wear and tear 
that standard heels do and thus never 
need to be replaced (unless their magic 
is destroyed.) 


1,000 


Helm/Helmet 


Helms are part of a warrior’s basic 
protection, Failure to use proper head- 
gear leaves the character open to called 
shots by opponents or to other disadvan- 
tages at the DM's option. Most headgear 
must be removed when making rolls for 

hearing noise. Optionally, great helms 

| and closed-face helmets, when worn 

| with plate armor, grant a +2 bonus 

| against breath weapons and spells that 


Heels, Reunion 5,000 POLYINT-27 


affect the eyes. 
Helm +1 1,000 5,000 new item 
Helm +2 2,000 10,000 new item 
Helm +3 3,000 15,000 new item 
Helm +4 4,000 20,000 new item 
Helm +5 5,000 25,000 new item 
Helm ~1 (Cursed) — 1,000 new item 
Helm, Alignment Change - 1,200 1011-42 
Helm, Alignment Detection 1,400 7,000 POLY051-22 
Helm, Blonding 500 2,500 DRAGO30-37 
Helm, Brilliance 2,500 60,000 2100-171 
Helm, Brilliance 40 Watt 250 600 DRAG156-28 
Helm, Chaos 1,000 5,000 2002b-37 
Helm, Cirulon 2,000 10,000 DLE3-062 
Helm, Comprehend Languages 1,000 12,500 2100-171 
and Reading Magic 
Helm, Darkness 2,500 45,000 FRO4-44 
Helm, Dragon 2,000 25,000 DRAG086-28 
Helm, Dread 1,000 5,000 2006-32 
Helm, Forgetfulness - 800 DRAG002-13 
Helm, Golden, Jouahainen’s Relic 10,000 2006-37 
Helm, Griffon Mane +1 2,500 45,000 2021-099 
Helm, Harrow 1,500 15,000 DRAGO91-59 
Helm, Law 2,000 25,000 2002b-37 
Helm, Opposite Alignment — 1,000 2100-171 
Helm of Reading 1,000 10,000 1071-240 
Helm, Seabreathing 2,500 12,500 FR02-63 
Helm, Shukenja 2,000 13,000 DRAG126-50 
Helm, Subterranean Sagacity 1,000 10,000 DRAG058-27 
Helm, Telepathy 3,000 35,000 210 0-171 
Helm, Teleportation 2,500 30,000 2100-171 
Helm, Terror 250 2,500 HR1-65 
Helm, Underwater Action 1,000 10,000 2100-171 
Helm, Underwater Vision 900 9,000 2003-24 
Helm, Wyrm 4,000 40,000 IMAG029-36 
Helmet, Liaison — 10,000 1072a-81 


Helmseeher 


Name EP Cost Book/Page 


Helm, Spelljamming 


The chief method for moving through 
| Le 


space is spelljamming, a process that 
converts magical energy into motive 
force. Spelljamming helms are the 
easiest way to get a ship moving, but 
not the only one. Most helms and magi- 

| cal “engines” have a limitation of how 

| large or how small a mass they can 

| move, This, in turn, sets the limit on the 

| size of most space vessels. 


Helm, Spelljamming, Artifurnace - z 1049b-038 
Helm, jamming, Bardic — 200,000 1072a-80 
Helm, Spelljamming, Beacon — 200,000 SJR1-76 
Helm, Spelljamming, Bomb- — 50,000 SJR1-79 
Helm, Spelljamming, Cloaking — 350,000 DRAG159-16 
Helm, Spelljamming, Crown of - P 1049-037 
the Stars 
Helm, Spelljamming, Death — 50,000 SJR1-78 
Helm, Spelljamming, Forge — 500,000 1049a-037 
Helm, Spelljamming, Furnace — 100,000 1049a-038 
Helm, Spelljamming, Gnomish — 50,000 1049a-037 
Helm, Spelljamming, Grand — 1 million 1072a-80 
Helm, Spelljamming, Lifejammer — 80,000 1049a-038 
Helm, Spelljamming, Ki - P 1072a-80 
Helm, Spelljamming, Major — 100,000 1049a-034 
Helm, Spelljamming, Minor — 250,000 1049a-034 
Helm, Spelljamming, Orbus — 300,000 1049a-036 
Helm, Spelljamming, Pool — 500,000 1049a-036 
Helm, Spelljamming Pump — 600,000 1072a-87 
Helm, Spelljamming, Radiant — iy 1072a-81 
Helm, Spelljamming, Series — 75,000 1049a-036 
Helm, Spelljamming, Ultimate — 500,000 1065a-28 


Helmseeker 


A helmseeker is a specially enchanted 
missile fired from a large, ship-mounted 
weapon, Helmseekers are unlike normal 
missiles in that they lock onto and move 
toward spelljamming ships. The missile 
moves at SR 6 and MC A, and moves 
exactly like a ship and in the missile 
movement phase of the combat round. 


— 


Helmseeker, Accelerator 100 1,000 1072a-81 
Helmseeker, Ballista, Heavy 50 500 1072a-81 
Helmseeker, Ballista, Light 25 250 1072a-81 
Helmseeker, Ballista, Medium 38 375 1072a-81 
Helmseeker, Bombard, Iron 90 900 1072a-81 
Helmseeker, Bombard, Iron, 270 2700 1072a-81 
Great 
Helmseeker, Bombard, Stone 60 600 1072a-81 
Helmseeker, Bombard, Stone, 180 1,800 1072a-81 
Great 
Helmseeker, Catapult, Heavy 60 600 1072a-81 
Helmseeker, Catapult, Light 30 300 1072a-81 
Helmseeker, Catapult, Medium 45 450 1072a-81 
Helmseeker, Greek Fire 150 1,500 1072a-81 
Helmseeker, Jettison, Heavy 70 700 1072a-81 


eS RH 
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Hinge 


Name EP Cost Book/Page 


1072a-81 
1072a-81 


Helmseeker, Jettison, Light 35 350 
Helmseeker, Jettison, Medium 52 520 


Hinge 


Hinges are simple devices that allow 
doors to swing open while remaining 
attached to a supporting wall. They 
commonly are made of brass or iron, 
and hinges made from precious metals 
are almost unheard of. Magical hinges 
can either replace an existing hinge 
(removing the old and bolting the magi- 
cal one in place), or the magical hinge 
can actually be placed over the existing 
article. 


Hinge, Opening 700 7,000 
Hinge, Shrieking 1,000 10,000 


\ 


AC04-040 
AC04-040 


Hockey Stick 


Hockey sticks are uncommon sports 
equipment used in a game that is 
played on a plane of ice. The players 
skate about on the ice, each heavily 
armored or padded and holding a hock- 
ey stick. On a natural 19 or 20 on an 
attack roll, the hockey stick can remove 
teeth from the opponent’s mouth, reduc- 
ing the victim's Charisma score by one 
point, or reduce a monster's biting 
damage by one point. 


Hockey Stick, Holy Terror +5 5,000 45,000 DRAGO72-51 


Hold 


A magical hold is actually a knocker 
that is bolted to the door of a ship’s 
cargo bay. When placed on a door inside 
a ship, it creates a portal to an interdi- 
mensional! space. A specific number of 
knocks and a command word must be 
known to enter the special interdimen- 
sional space. Each hold of holding is 
irrevocably tied to a specific interdimen- 
sional space. 


Hold, Holding, 10’ x 10' x 10’ 4,500 50,000 1072a-82 
Hold, Holding, 20’ x 10' x 10' 5,000 100,000 1072a-82 
Hold, Holding, 20' x 25' x 10° 5500 150,000 1072a-82 
Hold, Holding, 40’ x 25' x 10’ 6,500 250,000 1072a-82 
Hold, Holding, 50’ x 30’ x 10’ 7,500 350,000 1072a-82 
Hold, Holding, 50' x 40’ x 10' 10,000 500,000 1072a-82 
Hold, Holding, 50’ x 50’ 10' 15,000 750,000 1072a-82 


Horn 


Name EP Cost Book/Page 


Hole 


A portable hole is a circle of cloth spun 
from the webs of a phase spider interwo- 
ven with strands of ether and beams of 
astral plane luminaries. When folded, it 
becomes as small as a pocket handker- 
chief. A hole can be ‘picked up” from 
inside or out by simply taking hold of 
the edges of the magical cloth and fold- 
ing it up. Either way, the entrance 
disappears but the contents remain 
within. 


Hole, Portable 5,000 50,000 
Hole, Portable, Rudra’s 6,000 60,000 


Hook 


The hook (also called a gaff) is actu- 
ally a tool used to hook and land fish. It 
is commonly found wherever fishing 
boats are encountered, and the hooks 
are in plentiful supply, affording a 
disarmed adventurer a weapon of last 
resort. Another type is the common 
grappling hook. They are normally used 
to secure a rope for climbing. 


2100-177 
2006-09 


DRAG159-17 
DRAGO73-37 


Hook, Grappling, Griffon's Claw 50 450 
Hook, Wizard 1,000 10,000 


Hooves 


Hooves are the nail-like growths at 
the bottom of many kinds of animal's 
feet; they never stop growing. Magical 
hooves are ivory constructs that fit l\ 
completely over an animal's hoof. Once y 
in place, the animal's hooves stop grow- 
ing, and the animal walks completely 
on the magical item. The magical 
hooves do not wear down when the 
animai walks. 


Hooves, Flying 500 2,500 new item 

Hooves, Iron 1,000 5,000 CN2-029 

Hooves, Laming = 1,000 new item 
Horn 


Horns are musical instruments that 
have existed in every world throughout 
recorded history. The earliest form was 
the animal horn or large sea shell. 
Metal horns arose much later and are 
made of brass, copper, bronze, and occa- 
sionally silver, They are slender tubes 
six to 12 feet long, often coiled in sev- 
eral circles with a flared bell. 
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Horse 
Name EP 
Horn, Azure Sea 750 
Horn, Barrier Peaks 3,000 
Horn, Blasting 5,000 
Horn, Bubbles - 
Horn, Change Relic 
Horn, Collapsing 1,500 
Horn, Command 2,000 
Horn, Death’s Head 3,000 
Horn, Dolphins 750 
Horn, Drinking, Bottomless 1,000 
Horn, Fog 400 
Horn, Geryon, of Relic 
Horn, Gjaller Relic 
Horn, Hard Hearts 500 
Horn, Plenty 2,000 
Horn, September 1,000 
Horn, Shoo 500 
Horn, Signaling 1,000 
Horn, Tritons, of the 2,000 
Horn, Uncontrollable Striding 

and Springing 
Horn, Unicorn 1,000 
Horn, Valhalla, Brass 1,000 
Horn, Valhalla, Bronze 2,000 
Horn, Valhalla, Iron 3,000 
Horn, Valhalla, Silver 1,000 
Horn, Valor 5,000 
Horn, Vast Swamp 1,000 
Horn, Voices 500 
Horn, War 1,000 

Horse 


Most items of this nature look alike. 
Each is a full-sized, roughly-hewn 
statue of a heavy horse (but light and 
medium versions also exist), carved 
from some sort of hard stone. A horse's 
dweomer is activated by speaking a 
command word, This word brings the 
animates the steed, enabling it to take a 
burden, and even to attack as if it were 
a warhorse. 


Horse, Flying 2,500 

Horse, Stone, Courser 2,000 

Horse, Stone, Destrier 2,000 
Horseshoe 


In the wild, horses wear down their 
hooves as fast as they grow, but domes- 
ticated horses, with the weight of rider 
and equipment, wear away hooves more 
quickly, Without protection, the horse 
would rapidly become lame and useless. 
Metal horseshoes are used to counteract 
the wear and tear on the hooves. The 
shoe is nothing more than an iron bar 
hammered into a “U” shape, and nailed 
tightly onto the horse’s hoof. The nails 
cause no discomfort to the animal. With 


Cost Book/Page 
5,000 2023-080 
18,000 2023-081 
55,000 2100-171 
1,200 2100-172 
20,000 2011-158 
25,000 2100-172 
20,000 FR10-84 
15,000 POLY058-07 
3,250 DLR1-81 
10,000 HR1-65 
4,000 2100-172 
Vd 2016-22 

e 2006-25 
2,500 AC04-040 
20,000 AC04-041 
10,000 AC04-041 
2,500 AC04-041 
5,000 AC04-041 
17,500 2100-172 
2,000 DUNG030-39 
3,000 1031-76 
15,000 2100-172 
30,000 2100-172 
45,000 2100-172 
15,000 2100-172 
25,000 2121-138 
2,500 2023-081 
2,500 SJR2-69 
2,500 DRAG145-40 


25,000 1021b-63 
12,000 2017-103 
12,000 2017-103 


horseshoes, the mount can travel farther, faster, and longer. 


Name EP 
Horseshoe, Fleeting 1,000 
Horseshoe, Flying 1,000 
Horseshoe, Petrification = 
Horseshoe, Speed 2,000 
Horseshoe, Surefootedness 1,500 
Horseshoe, Zephyr, of a 1,500 
Hourglass 


An hourglass is an instrument used to 
measure the passing of time. It consists 
of two bulbous glass globes connected by 
a narrow passage. Sand passes from the 
topmost bulb, through the narrow sec- 
tion, into the lower glass globe. These 
globes are held together by a wooden 
frame that is itself held together by 
twine and screws, or nuts and bolts. 


Hourglass, Auquhol 750 
Hourglass, Fire & Ice 2,000 
Hourglass, Obedience 1,500 
Hourglass, Seeing 2,000 
Hourglass, Timing 1,000 
Hourglass, Verthandi’s Invincible Relic 

Hover-Vessel 


Hover-vessels are rare and expensive 
magical devices. When at rest, they look 
like metallic cupolas mounted atop 
articulated metal frames. When acti- 
vated, the frame is covered by the fiery 
manifestation of a beast. The activated 
vessel moves with the same speed and 
agility as its beast’s physical counter- 
part. Attacks and defenses are also the 
same. Hover-vessels can mimic large 
land animals, large avian creatures, or 
gigantic water-dwelling beasts. 


Hover-Barge 20,000 
Hover-Chariot 20,000 
Hover-Vessel 15,000 
Hover-Yacht 10,000 
Hula-hoop 


A hula-hoop usually can be used only 
by jesters. Once set into motion, it can 
only be halted by the jester who started 
it. The hula hoop cannot be grasped, 
and it has AC ~2 and 35 hp if it is 
attacked by an opponent. The hoop 
deflects incoming normal missiles, and 
blocks the first 10 points magic missile 
damage each round. 


Hula-hoop, Roller Hoopers, of the 6,000 


5,000 
7,500 


Hula-hoop 


Book/Page 


AC04-041 
AC04-041 
AC04-041 
2100-172 
POLY059-27 
2100-172 


200,000 
200,000 
150,000 
100,000 


IMAG012-38 
2121-138 
DRAG030-36 
X11-60 
DRAG073-36 
1021-62 


HWR2-d35 
HWR2-d35 
HWR2-d35 
HWR2-d35 


30,000 


DRAG134-44 
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Hut 


Name EP 


Hut 


Baba Yaga’s hut is a small, window- 
less log cabin with a hexagonal shape 
and a decorated wooden roof. The hut is 
small, only 15’ wide and 12' high at the 
peak of the roof, with a small chimney 
on top, and does not appear very impres- 
sive, except for the 12’ long bird legs 
coming out from the bottom. When in 
motion, hut spins, making one revolu- 
tion every six or seven seconds, with the 
feet stamping every half second. When 
someone enters or leaves the hut, the 
legs fold up so that the hut rests on the ground. 


2011-156 
DRAG083-32 


Relic 
Relic 


Hut, Baba Yaga’s 
Hut, Baba Yaga’s, Dancing 


60,000 
90,000 


Ichor 


Ichor is a thin colorless fluid found in 
half-ounce vials. It can be applied to 
food, mixed into liquids, or simply in- 
gested straight. Ichor dries when ex- 
posed to air, hardening in one turn (ten 
rounds). Ichors must enter the body 
through the mouth for them to be effec- 
tive. If rubbed on the body or placed in a 
cut, bruise, or mucous membrane, the | 
ichor will have no effect. | 


Ichor, Intoxication 500 900 


Icon 


Icons are small, carved items that 
resemble something larger. These are 
sometimes placed on charm bracelets. 
Examples of icons include chairs, books, 
holy symbols, people, angelic figures, 
etc. They all have a jewel of come sort 
imbedded in them that radiates a faint 
magical aura. Icons can be used once 
per day unless otherwise stated. 


Icon, Chemosh 1,000 5,000 DUNG022-29 
Icon, Truth 2,000 10,000 2021-095 
Identifier 


This highly valued item is a magical | 
test kit used to identify potions, pow- 
ders, ichors, salves, and other alchemi- 
cal substances. It consists of a wooden 
box (1' x 1’ x 3’) containing an assort- 
ment of vials, flasks, and beakers in 
small, padded compartments. Also in 
the box is a copy of a text called Nefra- 
dina’s Codex that gives instructions to 
use the test kit. 


Identifier, Nefradina’s 1,000 2121-142 


5,000 


oun Stone 


Name EP Cost Book/Page 


Inkwell 


Inkwells are small bottles made of 
glass or crystal with cork or wooden 
stoppers to restrain the contents. They 
usually are designed with narrow necks 
so that quills may be left standing in | 
the ink. Magical inkwells generally 
contain magical inks. If an inkwell is Va 
broken or completely emptied, it be- 
comes nonmagical. 


AC04-042 
AC04-042 
AC04-042 


Inkwell, Concealment 1,000 
Inkwell, Everfull 800 
Inkwell, Scrollmaking 1,200 


5,000 
4,000 
6,000 


Instrument, Bardic 


There seven types of special magical 
bardic instruments. Each can be fully 
utilized only by a bard, particularly a 
bard of at least as high a level as the 
musical instrument is designed for. 
Bards of lower levels and PCs from 
other character classes able to play such 
an instrument can these devices with 
only limited success. 


Instrument, Bard, Anstruth Harp 17,000 85,000 2011-148 
Instrament, Bard, Canaith 

Mandolin 11,000 55,000 2011-148 
Instrument, Bard, Cli Lyre 14,000 70,000 2011-148 
Instrument, Bard, Doss Lute 8,000 40,000 2011-148 
Instrument, Bard, Fochucan 

Bandore 1,000 = 5,000 2011-147 
Instrument, Bard, Mac-Fuirmidh 

Cittern 5,000 25,000 2011-148 
Instrument, Bard, Ollamh Harp 20,000 100,000 2011-148 


Toun Stone 


These magical stones always float in 
the air and must be within three feet of 
their owner to be of any use. When a 
character first acquires the stones, he 
must hold each and then release it, so it 
takes up a circling orbit, whirling and 
trailing one to three feet from his head. 
Thereafter, the stones must be grasped 
or netted to separate them from their 
owner. The owner may voluntarily seize 
and stow the stones (at night, for exam- 
ple) to keep them safe, but he loses the 
benefits of the stones during that time. When ioun stones are exposed 
to attack, they are treated as AC —4 and take 10 hit points of damage 
to destroy. They save as if they were of hard metal, with a +3 bonus. 


e 
t | 


Toun Stone, Blue Green Spindle 300 5,000 DRAG174-93 
Toun Stone, Brass Lozenge 300 5,000 DRAG174-93 
Toun Stone, Bright Silver Cylinder 300 5,000 DRAGI74-93 
Toun Stone, Bright White Rectangle 300 5,000 DRAG174-93 
Toun Stone, Brown Rhomboid 300 5,000 DRAG174-93 
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I ron 
Name EP Cost Book/Page 
Toun Stone, Cerulean Blue Rhomboid 300 5,000 DRAG174-93 
Toun Stone, Clear Pink Sphere 300 5,000 DRAG174-93 
Toun Stone, Clear Sphere 300 5,000 DRAG174-93 
Toun Stone, Clear Spindle 300 5,000 2100-172 
Ioun Stone, Copper Rectangle 300 5,000 DRAG174-93 
Toun Stone, Cursed Version — 1,000 DRAG174-93 
Toun Stone, Deep Black Sphere 300 5,000 DRAG174-93 
Toun Stone, Deep Purple Prism 300 5,000 DRAG174-93 
Ioun Stone, Deep Red Sphere 300 5,000 2100-172 
Toun Stone, Dull Gray 300 5,000. 2100-172 
Toun Stone, Dusty Rose Prism 300 5,000. 2100-172 
Toun Stone, Flickering White 

Snowflake 3800 5,000 DRAG174-93 
Ioun Stone, Gold Ellipsoid 300 5,000 = DRAG174-93 
Ioun Stone, Green Sphere 300 5,000 DRAG174-93 
Toun Stone, Incandescent Blue 
Sphere 300 5,000 2100-172 
Toun Stone, Iridescent Spindle 300 = 5,000 2100-172 
Toun Stone, Lavender & Green 

Ellipsoid 300 5,000 2100-172 
Ioun Stone, Light Blue Prism 300 5,000 DRAG174-93 
Ioun Stone, Maroon Star 300 5,000 DRAG174-93 
Toun Stone, Orange Cube 300 5,000 DRAG174-93 
Toun Stone, Pale Blue Rhomboid 300 5,000 2100-172 
Toun Stone, Pale Green Prism 300 5,000 2100-172 
Toun Stone, Pale Lavender Bllipsoid 300 5,000 2100-172 
Toun Stone, Pale Yellow Lozenge 300 5,000 DRAG174-93 
Ioun Stone, Pearly White Spindle 300 5,000 2100-172 
Ioun Stone, Pink Rhomboid 300 5,000 2100-172 
Ioun Stone, Pink & Green Sphere 300 5,000 2100-172 
Toun Stone, Puce Cube 300 6,000 DRAG174-93 
Toun Stone, Pulsing Red Star 300 5,000 DRAG174-93 
Toun Stone, Pure White Octahedron 300 5,000 DRAGI174-93 
Ioun Stone, Rainbow Ellipsoid 300 =5,000 »3=6 DRAG174-93 
Ioun Stone, Rainbow Spindle 300 5,000 DRAG174-93 
Toun Stone, Scarlet & Blue 

Sphere 300 5,000 2100-172 
Toun Stone, Silver Rod 300 5,000 DRAG174-93 
Ioun Stone, Silver Sphere 300 5,000 DRAG174-93 
TIoun Stone, Silvery Mirror Cube 300 5,000 DRAG174-93 
TIoun Stone, Soft Black Rectangle 300 5,000 DRAG174-93 
Toun Stone, Supercharged Version 600 10,000 DRAG174-93 
Toun Stone, Vibrant Purple Prism 300 5,000 2100-172 
Toun Stone, Yellow Sphere 300 5,000 DRAG174-93 

Tron 


| | Irons are used to restrain prisoners. A 
set of irons includes manacles (for 

wrists) and shackles (for ankles). Mana- 
cles or shackles that are chained togeth- 
er restrict the use or of the arms and 
legs, respectively or immobilize them 
altogether. Magical irons are almost 
always found in a complete set of four 


| pieces. 
= J 
Tron, Imprisonment 1,000 10,000 AC04-042 
Tron, Liquid 2,000 10,000 PHBR4-109 
Tron, Opening 500 2,500 AC04-042 
Tron, Steam 500 2,000 AC04-042 
Tron, Throwing 900 1,800 AC04-042 
Tron, Transference 1,000 5,000 A C04-042 


Name EP Cost Book/Page 


Item 


| Magical “items” can include anything 

| in this set of booklets; from an abacus to 

| azwieback. Anything items can change 

themselves into any other magical item 
on command, An item of cloaked wiz- 
ardry is simply a magical item that 
does not radiate a dweomer, even if 
detected for. 

| 


Item, Anything 4,000 40,000 201 7-097 
Item, Cloaked Wizardry +100 +500 DRAG179-73 
Jacinth 


| The Jacinth of Inestimable Beauty is 
said to have been made by the deities, 
who fashoned it from the finest corun- 
dum gem from the heart of the largest 
mountain. This huge, fiery orange jewel 
is indescribably beautiful and exqui- 
sitely cut in dozens of facets that shoot 
forth brilliant beams; all creatures 
within 20’ who see it must save versus 
spell or be charmed. 


| 


Relic 100,000 2011-158 


Jacinth, Inestimable Beauty 


Jam 


This lumpy, brownish goo cannot be 
replaced into its container. once poured 
out. Upon command, jam grows to be- 
come a pile of normal wooden logs 
which completely fills a 10’ x 10’ x 10’ 
volume (or 20! x 10' 5’, or any volume 
equaling 1,000 cubic feet). The logs are 
permanent until burned away by fire. 
Dispel magic does not affect them. 


1,000 =—-5,000 POLY023-12 


Jar 


Jars are pieces of glassware made to 
hold both liquid and solid material. 
Most jars are cylindrical and equipped 
with a glass, leather, or metal lid that is 
held into place either by screwing, 
clamps, or by the lid’s sheer weight. 


2121-147 
2121-139 


Jar, Pitch, Pandemonium 2,000 
Jar, Preserving 500 


6,000 
2,500 
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Name EP Cost Book/Page 


Javelin 


Javelins are light spears, suitable for 
missile combat and usable either from a 
mount or on foot. The weapon has been 
around since man’s earliest days. The 
javelin’s head is not very large, and is 
usually leaf-or laurel-shaped. Javelin 
heads may be barbed. Javelins often are y, 
used as a ceremonial weapon of body- 
guards in civilized nations. 


Javelin +1 600 1,800 new item 
Javelin +2 750 2,250 2011-125 
Javelin +3 900 2,700 new item 
Javelin +4 1,050 3,150 new item 
Jayelin +5 1,200 3,600 new item 
Javelin, Black Kumade +2 800 6,000 1032-125 
Javelin, Lightning +2 250 3,000 2011-149 
Javelin, Piercing 250 = 3,000 2100-184 
Jellaba 


A jellaba (jell-AH-bah) is a heavy 
version of the aba (the traditional, loose- 
fitting robe worn by desert peoples). A 
jellaba is worn over a lighter aba. It 
usually is made of wool or felt and 
hangs to the ground. A jellaba is typi- 
cally less decorative than the aba worn 
underneath. An aba or jellaba is closed 
at the waist with a sash. Most are 
sleeveless, and some have full, open 
sleeves.) 


Jellaba, Blending 3,500 35,000 new item 

Jellaba, Concealment 1,000 5,000 DRAG179-73 

Jellaba, Eyes 4,500 22,500 DRAG179-73 

Jellaba, Protection, AC 2 4,000 24,000 new item 

Jellaba, Protection, AC 3 3,500 21,000 new item 

Jellaba, Protection, AC 4 3,000 18,000 new item 
Jelly 


This sweet-smelling, magical confec- 
tion made of ripe fruit and sugar 
attracts the attention of all insects 
within 30’. Giant-sized insects are per- 
mitted a saving throw versus spells to 
resist the effect, but with a —4 penalty. 
When attacking an insect thus attract- 
ed, the attacker gains a +4 bonus to the 
first “to-hit” roll, but the insect is there- 
after free from the charm. 


Jelly, Attraction 300 


1,500 POLY023-12 


Jewel 


Cost 


Name EP Book/Page 


Jettison 


A jettison is a large device for hurling 
masses of stones, trash, debris, iron 
spikes, and garbage. It is used as an 
antipersonnel weapon to clear an enemy 
spelljammer’s decks. Like other large 
magical weapons, enchanted jettisons 
are a highly desirable addition to any 
ship. Sixty-five percent of the weapons 
gain the bonus to their attack and 
damage rolls. Thirty-five percent of the 
bonuses apply only toward the range (or 
speed) of the missile being shot. Either 
way, the price remains the same. Any type of catapult can be used as a 
jettison by loading it with small rocks instead of a single stone. A 
jettison, however, cannot be used as a catapult. 


Jettison, Heavy +1 1,600 8,000 1072a-82 
Jettison, Heavy +2 3,200 16,000 1072a-82 
Jettison, Heavy +3 6,400 32,000 1072a-82 
Jettison, Light +1 800 4,000 1072a-82 
Jettison, Light +2 * 1,600 8,000 1072a-82 
Jettison, Light +3 3,200 16,000 1072a-82 
Jettison, Medium +1 1,200 6,000 1072a-82 
Jettison, Medium +2 2,400 12,000 1072a-82 
Jettison, Medium +3 4,800 24,000 1072a-82 
Jewel 


A magical jewel appears identical to a 
normal jewel of some type. If a detect 
magic spell is used on the item, the 
jewel glows faintly. When the jewel’s 
command word is uttered, the jewel 
glows brightly for a brief moment before 
it unleashes its enchantment. When a 
jewel is dropped, it must save versus 
Crushing Blow or break upon impact, 
losing all of its magical abilities instant- 
ly. 


Jewel, Attacks i 1,000 2100-173 
Jewel, Flawlessness (per facet) - 1,000 2100-173 
Jewel, Karathoth 5,000 15,000 FR10-84 
Jewel, Projection 4,000 35,000 DRAG132-22 
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Name EP Cost Book/Page 


Jug 


| A jug is a deep vessel used to hold 
fluids. Jugs customarily are made of 
earthenware, pottery, metal, or glass. 
Jugs usually have a handle and a spout 
or lip to facilitate accurate pouring. 
Their narrow necks are sometimes 
sealed with a lid or cork. 

Strangely enough, jug is also a slang 
| term used for jail or prison, 


Jug, Alchemy 3,000 12,000 2100-158 

Jug, Drinking, Silvanus Relic Wy 2006-19 

Jug, Dyeing 1,100 3,300 DRAG030-36 

Jug, Jade 2,000 56,000 AC04-043 

Jug, Jesting 1,000 3,000 AC04-043 
Ketchup 


| Magical ketchup is a thick, deep red 
fluid that must be poured onto the 
ground or floor to activate its magic. 
Any creature approaching within 10’ of 
the ketchup is slowed (moving and 
attacking at half-normal rates) for one 
full hour (six turns). The ketchup’s 
magical slowing does not become active 
until 1d6 +4 rounds after it is dumped, 
and remains active until removed by 
either cleaning the area thoroughly 
with soap, or by casting a dispel magic 


on the spilled ketchup. 


Ketchup, Slowness 250 400 


Kettle 


A kettle is a simple container that is 
used to boil water or cook foods. Kettles 
are generally cast or forged from iron, 
steel, or copper. Most magical kettles 
require the user to place water in them 
before they can perform their magic. 


POLY 023-12 


Kettle, Breathing 1,000 5,000 POLY043-22 
Kettle, Drumming 500 2,500 AC04-043 
Kettle, Fish 1,000 3,000 AC04-043 
Kettle, Soup, Everbountiful 1,000 5,000 2121-137 


Name 


Key, Opening 
Key, Quinarost 
Key, Sirden 
Key, Skeleton 
Key, Unlocking 


Kite, Lightning 
Kite, Reconnaissance 
Kite, Signaling 


Knife, Buckle +1 
Knife, Buckle +2 
Knife, Buckle +3 
Knife, Buckle +4 
Knife, Buckle +5 
Knife, Buckler +1 
Knife, Buckler +2 
Knife, Buckler +3 
Knife, Buckler +4 
Knife, Buckler +5 
Knife, Fish +1/+3 
Knife, Hornblade +1 
Knife, Hornblade +2 


Knife 


EP Cost Book/Page 


Key 
Keys are long, skinny metallic instru- 
ments that contain “teeth” and slip- 
guards, When a magical key is inserted 
into a lock the user can open it. A magi- 
cal key can be used to open trapped 
portal, but usually does not foil the trap 
or provide protection against its effects. 


1,200 6,000 AC04-043 
1,000 = 5,000 2021-092 
1400 7,000 DRAGOS 9-42 
1,000 =. 2,000 POLY019-30 
1,000 2,000 AC04-043 


Kite 

A kite consists of a lightweight wood- 
en skeleton with paper, parchment, or 
very light cloth stretched over the wood. 
A tail made of thick cloth is often re- 
quired to give the kite balance as it is 
flown in the wind. A string, cord, or 
light rope is used to keep the kite from 
sailing away. It also allows the user to 
control the kite’s motions. 


4,000 40,000 AC04-043 

2,000 10,000 AC04-043 

1,500 7,500 AC04-044 
Knife 


A knife consists of a single-edged, 
pointed blade fitted with a handle. 
Knives are ancient tools and weapons, 
used even by primitive tribes. In these 
cultures, a knife is little more than a 
flint blade with a keen edge. Bone 
knives are little more than a sharpened 
piece of bone. A knife often is decorated 
in the same way as a dagger. 


100 1,000 2100-184 
200 ~=—2,000 2100-184 
300 = 3,000 2100-184 
400 4,000 2100-184 
500 = 5,000 2100-184 
100 ~=—- 1,000 EX2-32 
200 = 2,000 EX2-32 
300 = 3,000 EX2-32 
400 4,000 EX2-32 
500 = 5,000 2100-184 
100 ~—: 1,000 LC4-31 
500 ~=—-1,500 2017-105 
1,000 —- 3,000 2017-105 
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Knife, Kitchen, Eternal 

Sharpness 300 3,000 DRAGO73-39 
Knife, Obsidian +1 100 =: 1,000 1066a-58 
Knife, Obsidian +2 200 2,000 1066a-58 
Knife, Obsidian +3 300 3,000 1066a-58 
Knife, Obsidian +4 400 4,000 1066a-58 
Knife, Obsidian +5 500 5,000 1066a-58 
Knife, Rabbitslayer +4 400 4,000 2021-099 

Knot 


A knot is not an item in itself, but a 
method for fastening ropes or cord to 
prevent separation or loosening. Magi- 
cal knots are lengths of cord or rope that 
must be knotted—or knotted and 
commanded—to activate their enchant- 
ments. They tend to be extremely 
strong, but very easy to untie, especially 
for their owners. 


Knot, Faithful 1,000 5,000 DRAG030-37 

Knot, Holding, Str 17 700 3,500 new item 

Knot, Holding, Str 18 800 4,000 new item 

Knot, Holding, Str 19 900 4,500 new item 

Knot, Holding, Str 20 1,000 5,000 new item 
Ladder 


Ladders consist of two long, wooden, 
parallel poles connected by shorter 
wooden rungs. The rungs are spaced 
evenly along the parallel poles’ length. 
When placed vertically against an 
object, the rungs can be used as steps to 
gain a higher vantage point. The siege 
ladder is a large, sturdy version of the 
common ladder. It is most effective 
when used by surprise or against de- 


fenders already occupied by attackers 


from a belfry or hoist. 


Ladder, Balance 1,200 12,000 POLY 057-12 

Ladder, Climbing 1,000 10,000 POLY043-22 

Ladder, Length 1,400 14,000 DRAGO73-38 
Ladle 


A ladle is used to serve or measure 
liquids. It is usually made of metal or 
seasoned wood. It consists of a handle 
which is from three inches to two feet 
long with a large spoon like cup at one f 
end, The cup often has a notch, lip, or 
spout to make accurate, drip-free pour- 


ing easier. 

Ladle, Candlemaking 500 5,000 AC04-044 
Ladle, Curing 2,000 20,000 AC04-044 
Ladle, Drinking 800 8,000 AC04-044 
Ladle, Duplication 3,000 30,000 AC04-044 


Lance 


Name EP Cost 


Book/Page 


Lamp 


A lamp is a household implement that 
produces light by burning oil. Most 
lamps are made of metal with a lower 
compartment for oil (filled through a 
closeable hole), a handle of some type, 
and shutters that protect the flame from 
wind. Some lamps may be simple con- 
tainers for oil, open or enclosed, with a 
cloth or string stuck into them for a 
wick. Such lamps may be made from 
clay, stone, wood, or any other material. 


Lamp, Automatic Light 1,000 10,000 DRAG073-40 
Lamp, Continuous Burning 1,000 10,000 DRAGO73-40 
Lamp, Darkness 1,000 10,000 AC04-046 
Lamp, Floor 500 5,000 AC04-044 
Lamp, Honesty 400 4,000 AC04-046 
Lamp, Hurricane 2,000 20,000 POLY023-12 
Lamp, Long Burning 1,000 10,000 1013-53 
Lamp, Plant Growth 600 6,000 DRAGO73-38 
Lamp, Remote Lighting 1,000 10,000 DRAGO073-40 
Lamp, Summoning 1,100 11,000 AC04-046 
Lamp, Timely Illumination 1,000 10,000 DRAGO73-37 
Lamp, Wish 2,600 26,000 POLY017-07 
Lance 


The term “lance” originally referred 
to spears wielded by footmen and caval- 
ry. It now refers only to cavalry spears. 
Lance designs vary between cultures 
and eras. Generally, a lance is a long 
shaft of tough wood, usually ash, with 
an iron head in the shape of a laurel or 
willow leaf, with cutting edges and a 
sharp point meant to penetrate armor. 
Lances are built to be gripped close to 
the bottom, putting a great distance 
between the wielder and the target. As 
a rule, the lance is aimed diagonally above the horse's neck. Two 
opposing lancers would face each other with their left sides oncoming. 


Lance +1 400 2,000 new item 
Lance +2 800 4,000 new item 
Lance +3 1,400 7,000 new item 
Lance +4 2,000 10,000 new item 
Lance +5 3,000 15,000 new item 
Lance, Breathing 600 3,000 1013-58 
Lance, Charming 800 4,000 1013-58 
Lance, Cursed —2 = 1,200 DUNG005-32 
Lance, Death 1,000 5,000 GDQ1-124 
Lance, Deceiving 200 1,000 1013-58 
Lance, Defending 800 64,000 1013-58 
Lance, Deflecting 800 4,000 1013-58 
Lance, Dragon, Footman’s 1,000 6,000 2021-094 
Lance, Dragon, Mounted 1,200 7,200 2021-094 
Lance, Draining 1,000 5,000 1013-58 
Lance, Extinguishing 800 4,000 1013-58 
Lance, Finding 2,000 10,000 1013-58 
Lance, Flaming 1,200 6,000 1013-58 
Lance, Flying 1,000 5,000 1013-58 
Lance, Healing 3,000 15,000 1013-58 
Lance, Hiding 1,200 6,000 1013-58 
Lance, Holding 1,000 5,000 1013-58 
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Lantern 


Name 


Lance, Horus’s 
Lance, Lighting 
Lance, Ortnit’s Doom 
Lance, Piercing +5 
Lance, Silencing 
Lance, Slicing 
Lance, Slowing 
Lance, Speeding 
Lance, Translating 
Lance, Tribal 

Lance, Venom +3/+4 
Lance, Watching 
Lance, Wishing 


l 


Lantern, Bashal’s Tendrilight 


Lantern, Continual Light 


EP Cost Book/Page 
Relic Pp 2006-03 
4,000 30,000 1013-58 
Relic P 1021-60 

500 2,500 PC2-40 

800 —-3,800 1013-58 

900 = 4,500 1013-58 

800 4,000 1013-58 

750 3,500 1013-58 
1,000 1,500 10 13-58 
4,000 20,000 DUNG032-63 
1,500 6,000 IMAG02 9-36 
1,000 2,000 1013-58 
1,200 12,000 1013-58 


Lantern (and Lanthorn) 


A lantern is a metal cage fitted with a 
solid base that holds a candle or reser- 
voir of oil and a wick, Some lanterns are 
equipped with a circular or semi- 
circular reflector behind the flame; this 
allows the lamp to cast a directional 
beam of light with a much greater 
range than light from an unreflected 
flame. Some lanterns also are fitted 
with shutters that can hide the flame 
without dousing it. 


Lantern, Continual Light, with 


shutter 
Lantern, Dragon 


Lantern, Goldmane’s Dazzler 


Lantern, Greyhawk 

Lantern, Illag’s Abominable 
Beacon 

Lantern, Krillus’s Blazer 


Lantern, Malthrox’s Shadowcaster 


Lantern, Many Colors 
Lantern, Messakk’s Eye 
Lantern, Spying 


Lantern, Thessall’s Wayguider 


Lanthorn, Shadow 


Larynx, Deafening 


8,000 40,000 DRAG179-26 
30 300 1072a-82 

31 310 1072a-82 
3,000 12,000 DRAG126-51 
5,000 25,000 DRAG179-27 
3,000 25,000 20 23-081 
4,000 20,000 DRAG179-27 
6,000 30,000 DRAG179-28 
6,500 32,500 ++DRAG179-29 
1,500 6,000 DRAGO73-37 
5,500 27,500 DRAG179-29 
1,600 8,000 1072a-83 
5,600 28,000 DRAG179-30 
750 6,000 2017-102 

Larynx 


This item appears as a small patch of 
leathery material, approximately 
2” x4". When placed against the throat, 
it adheres to the skin and magically 
blends so as to be indistinguishable 
from the throat. A magical larynx alters 
the sound, volume, tone, and other 
qualities of the user’s voice. A magical 
larynx is removable. 


250 1,250 DRAG134-43 


Name 


Leaf, Book 

Leaf, Colors 

Leaf, Crumbling 

Leaf, Falling 

Leaf, Gold, Happy Hunting 


Grounds 
Leaf, New 
Leaf, Warmth 


Lens, Blinding 

Lens, Detection 
Lens, Far Seeing 
Lens, Lighting 

Lens, Reflection 
Lens, Remote Viewing 
Lens, Speed Reading 
Lens, Subtitles 

Lens, Transformation 
Lens, Ultravision 
Lens, Valuation 


| 
| 
— 


Lepidoptera, King Dorfin’s 


Lepidoptera 


EP Cost Book/Page 


Leaf 


A magical leaf is a type of brooch (see 
page 36) shaped like a small leaf from 
any type of tree. It is always made of 
metal and has a pin or clasp attached to 
the back so that the brooch can be fas- 
tened to an article of clothing. 


400 2,000 AC04-046 
600 3,000 AC04-046 
500 ~—-2,500 AC04-046 
300 1,500 AC04-046 
2,000 6,000 2121-147 
100 500 AC04-046 
1,200 6,000 AC04-046 


Lens 


A lens is a flat, round piece of glass 
with curved surfaces on each side. A 
good lens is the product of pure materi- 
als and weeks of careful polishing, 
measuring, grinding and testing. (Glass- 
ware in a medieval setting is usually 
crudely made, making lenses rare trea- 
sures.) Every magical lens has at least 
one command word. The user need only 
speak the command while looking 
through the lens with one eye. 


— 1,200 AC04-046 
250 1,500 2100-173 
2,000 20,000 AC04.047 
500 4,000 AC04-047 
500 2,500 AC04.047 
1,000 10,000 ~~ PHBR2-107 
500 2,500 2121-139 
2,800 28,000 POLY058.09 
Relic 22,500 T1:4-127 
750 5,000 2017-101 
1,000 10,000 + PHIBR2-107 
Lepidoptera 


This gnomish item looks like a large 
paper butterfly with spring-loaded 
wings, a saddle, and a joystick in the 
middle. Before takeoff, the user winds 
up the springs with a small crank and 
then releases the paper wings. The 
lepidoptera flies for one hour (+1420 
rounds) at a speed of 6. It can carry one 
gnome and 10 pounds of cargo. The 
wings are treated with oil to waterproof 
them. 

360 


3,600 AC11-092 
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Levelmaker 


Cost 


Name EP Book/Page 


Levelmaker 


The levelmaker is a large wooden box, 
approximately eight feet square and 15 
feet tall. It weighs about 1,100 pounds. 
It has 20 to 40 hit points of structural 
strength. It does not radiate magic or 
evil. The user must insert a gem or 
other item of jewelry worth at least 20 
gp into a slot in one side of the box. The 
user then pulls a lever and an anvil 
crushes the head of an animated skele- 
ton, destroying it. The user magically 
receives five experience points for this 
action. 


Levelmaker 100 1,000 AC11-063 


Libram 


A libram is a large book with a heavy | 
wood and leather cover, high quality 

pages of heavy parchment, or vellum 

and ornate decorations on both the 

cover and title page. A magical libram 

may be of any size, from a mere two feet 
square to 10 or 20 feet across. The larg- 

er types require assistants for proper | 
use and may be suspended by a heavy 

chain in a large room. 


40,000 DUNGO14-41 


Libram, Constructs 8,000 

Libram, Destruction 8,000 30,000 AC04-047 
Libram, Evaluation 6,000 30,000 AC04-047 
Libram, Gainful Conjuration 8,000 40,000 2100-173 
Libram, Identification 3,000 15,000 AC04-047 
Libram, Ineffable Damnation 8,000 40,000 2100-173 
Libram, Legends 2,000 10,000 AC04-047 
Libram, Silver Magic 8,000 40,000 2100-173 
Libram, Study 2,000 10,000 AC04-047 
Libram, Teleportation Arches 2,500 75,000 DRAG145-40 

Lighthouse 


Lighthouses are navigational aids 
that mark hazards for ships and 
spelljammers. Most lighthouses have 
bright lights light to make them visible 
at night and fog horns for use whenever 
poor visibility would otherwise hide 
them. Magical lighthouses are small, 
spherical objects placed on small aste- 
roids and spelljammers. They magically 
broadcast their location (via a telepathic 
process) to a particularly imprinted 
owner. This allows the owner to know in 
which direction that lighthouse lies. It takes three weeks of constant 
close contact for a lighthouse to imprint upon its owner. After this 21- 
day period, the lighthouse loses any previous imprints and melds with 
the new owner. 

Lighthouse 300 


3,000 1072a-83 


Name EP Cost Book/Page 


Line Gun 


Gnomish spelljamming ships often 
have deck-mounted line guns that fire 
tangle lines coated with a sticky glue. 
Wax paper sleeves keep the glue moist 
during storage; they are stripped off as 
the line is fired out. Other races who 
use these weapon instead trail the 
sticky lines behind them to pick valu- 
able flotsam and captive beings. 


Line Gun, Tangle 1,000 5,000 


Locator 


Locators are devices created by the | ] 
Arcane, a race of blue-skinned giants 
that have almost exclusive control of 
the market for spelljamming equipment 
and ships. Often, one of these items is 
included free of charge when the Arcane 
sell a ship to a groundling. The locators 
can be of any size and shape, though 
many look like crystal balls. 


6,000 60,000 
8,000 80000 


Lock 


Locks are designed for a variety of 
purposes. These range from simple 
padlocks suitable for securing a small 
chest to elaborate inset door locks for 
houses and mansions. Simple locks are 
usually made of iron, steel, or bronze 
and have a crude mechanism that opens 
with one key. Elaborate locks may be | 


1049b-47 
1049b-47 


Locator, Planetary 
Locator, Portal 


made of gold, silver, or other precious 

metals. They may have a hidden key- 

hole or multiple keys. Inset locks are { 
commissioned to fit a specific door. 

Padlocks may be available for sale from a locksmith or a blacksmith. 
Single locks are most common; double key locks are available from 
perhaps 20% of locksmiths. 
Lock & Bolt, Skie’s 2121-144 


1,000 5,000 


Locker 

Leomund’s labile locker is a copper- 
bound box 2’ wide, 2’ tall, and 3’ long. 
Four command words control the item. 
The first shrinks the box and contents 
to 1/12th size. The second causes it to 
function as though the Leomund’s secret 
chest spell was cast. The third returns | 
the box to full size. The fourth causes 
growth to quadruple size. 
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Name EP Cost Book/Page 

Locker, Leomund’s Labile 5,000 25,000 T1:4-126 
Locket 


A locket is a small piece of hollow 
jewelry with a hinged cover. It is com- 
monly hung from a fragile chain. The 
chain is often draped around the neck 
and used as a necklace, but it also can 
be worn as a bracelet, as an anklet, or 
as a decoration on a scabbard. The 
hinge opens to reveal a keepsake which 
can include a small picture, a tiny key, a 
lock of hair, or other memento. 


Locket, Great Kingdom 3,500 
Locket, Love 1,000 


25,000 
5,000 


2023-081 
DRAGO05-09 


Log 


Magical logs are identical to normal 
logs, except that they radiate magic, 
usually from the alteration or enchant- 
ment school. They usually two to four 
feet in length and three to 12 inches in 
diameter. 


Log, Burning 600 3,000 AC04-048 
Log, Combination 800 4,000 AC04-048 
Log, Floating 500 2,000 AC04-048 
Log, Ramming 600 3,000 AC04-048 
Log, Repetitive Burning 800 4,000 DRAGO73-39 
Log, Rolling 600 =. 2,500 AC04-048 
Log, Snoring 250. 750 AC04-048 
Lure 


These small, silver, gem-studded 
replicas of minnows are magically 
enchanted to attract fish. For characters 
with the fishing proficiency, this grants 
a +4 bonus to the proficiency check; 
(C7 otherwise, the lure, in effect, grants the 
basic proficiency to those who normally 
lack it. 


Lure, Fishing, Magic 1,000 5,000 LC4-37 


Name 


Lute, (Biwa), Calm 
Lute, (Biwa), Charm 
Lute, (Biwa), Discord 
Lute, Cool Hand 

Lute, Loot 

Lute, Singalong 

Lute, Skywalker 

Lute, Summoning, Bard 
Lute, Woodwalking 


ey, 


Lyre, Building 
Lyre, Spheres 
Liar, Building 


Mace +1 


Mace +1, +2 versus Undead 


Mace +2 


Mace +2, +4 versus Undead 


Mace +3 

Mace +4 

Mace +5 

Mace, Breathing 
Mace, Charming 
Mace, Crushing +3 
Mace, Cuthbert 


Mace 


EP Cost Book/Page 


Lute 


A lute is a stringed musical instru- 
ment about two feet long. Half its 
length is devoted to a long, thin neck; 
the body is hollow and flat-topped, with 
a rounded bottom. Taut strings are 
attached to the neck and the body. Most 
magical lutes play themselves on com- 
mand, and stop only when a second 
command is given. 


1,000 8,000 2018-134 
1,000 8,000 2018-134 
1,000 8,000 2018-134 
1,000 8,000 += POLY023-23 
2,000 16,000 AC04-048 
1,000 8,000 AC04-048 
3,000 24,000 — POLY023-23 
2,000 15,000 AC04-048 
1,000 6,000 AC04-048 
Lyre 


A lyre is a harp-like musical instru- 
ment that is held in place against the 
breast and stomach with the left hand, 
and plucked lightly with a plectrum 
(pick) in the right. The body is made of 
tortoise shell or wood and has two arms, 
curving like horns and joined by a 
crossbar. a lyre has from three to 12 
strings. The lyre is the favorite musical 
instrument of Apollo. 


5,000 30,000 2100-173 
1,100 11,000 SJR2-72 
500 2,500 +DRAG156.28 
Mace 


The mace is a direct descendant of the 
basic club, being nothing more than a 
wooden shaft fitted with a stone or 
metal head. (Some armorers also build 
all-metal, one-piece maces.) The head 
design varies, some are smooth, others 
are flanged, and still others are 
knobbed. The first maces were made to 
give the club wielder more striking 
power. Many non-warriors favor maces 
because they are compact and simple to 
use. 


350 = 3,000 1011-42 
400 2,000 DRAG179-68 
700 = =4,500 DUNG003-62 
600 3,000 DRAG179-68 
1,000 10,000 2011-125 
1,500 15,000 2011-125 
2,000 20,000 2011-125 
600 3,000 1013-58 
800 4,000 1013-58 
1,500 15,000 POLY 047-27 
Relic 35,000 DRAG100-68 
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Name EP Cost Book/Page 
Mace, Darkness 1,000 9,000 FA1-49 
Mace, Deceiving 200 1,000 1013-58 
Mace, Defending 800 4,000 1013-58 
Mace, Deflecting 800 4,000 1013-58 
Mace, Diamond 2,000 10,000 2018-134 
Mace, Disruption +1 1,750 17,500 2100-184 
Mace, Draining 1,000 5,000 1013-58 
Mace, Extinguishing 800 4,000 1013-58 
Mace, Finding 2,000 10,000 1013-58 
Mace, Flaming 1,200 6,000 1013-58 
Mace, Flying 1,000 5,000 1013-58 
Mace, Healing 3,000 15,000 1013-58 
Mace, Hiding 1,200 6,000 1013-58 
Mace, Holding 1,000 5,000 1013-58 
Mace, Ironstar 800 8,000 FR11-44 
Mace, Lighting 4,000 30,000 1013-58 
Mace, Nightbringer +3 1,000 10,000 2021-095 
Mace, Pain +2 1,000 7,000 DRAG054-69 
Mace, Silencing 800 3,800 1013-58 
Mace, Skull +2 1,450 14,500 DRAG054-69 
Mace, Slowing 800 4,000 1013-58 
Mace, Speeding 750 3,500 1013-58 
Mace, Spellwarding +1 2,000 20,000 FRE2-45 
Mace, Tasirond +3/+4 2,500 25,000 POLY043-21 
Mace, Translating 1,000 1,500 1013-58 
Mace, Watching 1,000 =.2,000 1013-58 
Mace, Wishing 1,200 12,000 1013-58 

Machine 


The machine of Lum The Mad is a 


strange and incredibly ancient device of | a. 
workmanship unlike anything known | 

today. Baron Lum used it to build an 

empire but none can say what has since | | 
become of it. Legends report that it has 

60 levers, 40 dials, and 20 switches (but 

only about half still function). Manipu- | 
lating these controls generates all sorts | —- 
of powers and effects. The machine is | WW | 
delicate, intricate, bulky, and very | —_— cal Dh i 


heavy (5,500 Ibs). It cannot be moved 
normally, and any serious jolt sets off and then destroys 1d4 functions, 
which can never be restored. It has a booth large enough to hold four 
man-sized creatures. 
Machine, Lum the Mad Relic 


72,500 2011-159 


Magnet 


A magnet is a piece of lodestone, 
magnetite, or other substance that 
attracts ferrous metals. Magically- 
created magnets, however, might be 
enchanted to attract other substances. 
Magical magnets could attract fish, the 
affections of attractive members of the 
opposite sex, vile and hungry monsters, 
curses, etc. 


Magnet, Giant 8,500 85,000 


Manual 


Name EP 


Mallet 


A mallet is a wooden tool shaped | 

roughly like a hammer. It is commonly 

used to drive other tools such as chisels. 
Common mallets can be used as weap- 

ons if necessary, but they tend to splin- 

ter easily, especially when used against 
armored opponents. See the Maul entry 
(page 93) for more magical options. 


1,500 
5,000 


| 

| 

J 
2018-134 
2006-19 


Mallet, Luck +2 
Mallet, Wood, Silvanus +5 


15,000 
50,000 


Mantle 


A mantle is a flowing cloak or long | | 
cape that is wide enough to cover the 

shoulders and chest. Mantles sometimes | 

are worn folded back from the shoul- — } 
ders. Mantles can be made with a hole Ly} 

for the neck, or can be held in place 

with pins or clasps. Outdoor mantles are 

large and made of durable, thick fabric 

to keep the adventurer warm during 

those cold nights under the stars, and 
dry during those bleak, drizzle-filled 
days. 


2017-101 
POLY 047-26 
PHBR2-106 
1032-095 


Mantle, Celestian 1,500 
Mantle, Mist 800 
Mantle, Mundane, of the 1,500 
Mantle, Sumpko’s 1,500 


15,000 

5,000 
15,000 
15,000 


Manual 


Manuals are magical books or tomes 
that are highly instructive. A manual 
magically teaches the reader one com- 
prehensive lesson on a specific topic. 
Such a lesson might teach the reader 
better combat skills, how to construct a 
single object of great complexity, how to 
improve an ability score, etc. Generally 
a manual can be used only once. 


Manual, Bodily Health 5,000 2100-174 
Manual, Dogmatic Methods - 5,000 2121-139 
Manual, Gainful Exercise 5,000 50,000 2100-174 
Manual, Garden Flowers 1,500 15,000 DRAGO030-36 
Manual, Golems, Clay 3,000 30,000 2100-174 
Manual, Golems, Flesh 3,000 30,000 2100-174 
Manual, Golems, Iron 3,000 30,000 2100-174 
Manual, Golems, Plush 3,000 30,000 DRAG120-19 
Manual, Golems, Stone 3,000 30,000 2100-174 
Manual, Puissant Skill at Arms 8,000 40,000 2100-177 
Manual, Quickness in Action 5,000 50,000 2100-177 
Manual, Stealthy Pilfering 8,000 40,000 2100-177 
Manual, Stratagems 6,500 19500 DRAG178-19 
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Map, Distortion 
Map, Illusions 


Map, Illusions & Secret Doors 


Map, Magic 
Map, Magic & Illusions 


Map, Magic & Secret Doors 


Map, Magic & Traps 

Map, Mapping 

Map, Mapping & Illusions 
Map, Mapping & Magic 


Map, Mapping & Secret Doors 


Map, Mapping & Traps 
Map, Misleading 

Map, Navigation 

Map, Secret Doors 

Map, Secret Doors & Traps 
Map, Traps 


Marble, Cat's Eye 
Marble, Granite 


Marble, Merty’s Marvelous 


Marble, Quarry 
Marble, Warp 


Marker, Merty’s Magical 


EP Cost Book/Page 


Map 


Many types of magical maps have 
functions beyond providing navigational 
information. Some enchanted maps 
cannot be cut, burnt by normal fire, or 
destroyed in any way except through 
the use of a rod of cancellation, Mor- 
denkainen’s disjunction, magical fire, 
powerful magical items, wishes, erase 
spells, or through other means. See the 
listed items’ description for details. 


1,000 10,000 DRAG125-66 
1,000 10,000 DRAG125-65 
2,000 20,000 DRAG125.67 
1,000 10,000 DRAG125-65 
2,000 20,000 DRAG125-67 
2,000 20,000 DRAG125.67 
2,000 20,000 DRAG125.67 
1,000 10,000 DRAG125.65 
2,000 20,000 DRAG125-66 
2,000 20,000 DRAG125-66 
2,000 20,000 DRAG125.67 
2,000 20,000 DRAG125.67 

— 2,000 DRAGI25-65 
1,000 10,000 DRAG125-65 
1,000 10,000 DRAG125.65 
2,000 20,000 DRAG125.67 
1,000 10,000 DRAG125.65 

Marble 


Marbles are small spheres made from 
colored glass, clay, metal, or stone. 
Enchanted marbles usually are no 
larger than a human eye—big enough to 
handle easily but small enough to easily 
be hidden in a pocket or sleeve. Using 
an enchanted marble without attracting 
unwanted attention generally is not 
difficult. 


400 4,000 AC04-049 

600 6,000 AC04-049 

300 3,000 + DRAG168-15 

1,000 10,000 AC04-049 

5,000 25,000 2121-148 
Marker 


Magical markers are colorful metal 
chips that stick to any solid surface. The 
markers can only be seen with the use 
of Merty's magical membrane, which 
makes their use safe and effective. The 
markers glow up to 120’ away when 
seen through the membrane no illumi- 
nation necessary. 


150 1,500 DRAG16 8-16 


Name 


Mask 


Mask, Bachracus Relic 
Mask, Clear Air 500 
Mask, Comedy 200 
Mask, Death _ 
Mask, Disguise 1,000 
Mask, Electrum Female 1,000 
Mask, Electrum Male 1,000 
Mask, Faceless 500 
Mask, Fanged 700 
Mask, Gold Female 1,500 
Mask, Gold Male 1,500 
Mask, Horned 1,000 
Mask, Johydee’s Relic 
Mask, Magic 2,000 
Mask, Mirror 1,000 
Mask, Platinum Female 2,000 
Mask, Platinum Male 2,000 
Mask, Protection +1 2,000 
Mask, Protection +2 2,500. 
Mask, Protection +3 3,000 
Mask, Protection +4 3,500 
Mask, Protection +5 4,000 
Mask, Scowling 500 
Mask, Silence 1,000 
Mask, Silver Female 1,200 
Mask, Silver Male 1,200 
Mask, Skull 700 
Mask, Smiling 800 
Mask, Spider 1,500 
Mask, Tragedy 400 
Mask, Veil 600 
Mask, Winds 1,000 
Mask, Winged 1,200 
Masque, Merty’s Mud 80 


| 

Ll 

Mast, Half 
Mast, Portable 


Mast 


1,200 
1,600 


Cost 


P 
5,000 
2,000 
1,000 

10,000 
10,000 
10,000 
5,000 
7,000 
15,000 
15,000 
10,000 
40,000 
20,000 
10,000 
10,000 
10,000 
10,000 
12,500 
15,000 
17,500 
20,000 
5,000 
10,000 
12,000 
12,000 
7,000 
8,000 
5,000 
4,000 
6,000 
10,000 
12,000 
800 


12,000 
16,000 


Mast 


Book/Page 


A mask is a covering for the face. It 
may be a simple piece of cloth with 
holes for the eyes, or an elaborate wood- 
en or metal construct that covers most 
of the head (similar to an ornamental 
helm). Magical masks may be of any 
size and shape, but they all alter them- 
selves to conform to the shape and size 
of the wearer's head 


1071-249 
DRAG119-19 
AC04-049 
AC04-049 
AC04-049 
IMAG-SE1 
IMAG-SE1 
AC04-049 
DRAGI1 7-47 
IMAG-SE1 
IMAG-SE1 
DRAG117-46 
2011-158 
DRAG117-47 
DRAG117-47 
IMAG-SE1 
IMAG-SE1 
AC04-049 
AC04-049 
AC04-049 
AC04-049 
AC04-049 
AC04-050 
DRAG117-47 
IMAG-SE1 
IMAG-SE1 
DRAG117-46 
AC04-050 
FOR2-80 
AC04-050 
DRAG117-46 
DRAG117-47 
DRAG117-46 
DRAG168-16 


Masts are poles that carry the rigging 
and sails on a ship or spelljammer. The 
number and height of masts on a ship 
depends on the vessel’s length. The 
longer a ship is, the more masts it can 
carry and the taller they can be. Masts 
are named according to their placement. 
From front to back, they are commonly 
called the foremast, the mainmast, and 
the mizzenmast. 


AC04-050 
AC04-050 
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Cost 


Book/Page 


Masthead 


A masthead is a small metallic item 
that serves as the lower support for a 
mast on a spelljammer (in seagoing 
vessels, this is called a mast step). It 
holds the mast to the deck and keeps it 
stable. Often, masts will have mast- 
heads on each deck, as masts generally 
are secured to the vessel's keel. Only | 
one magical masthead need be attached | 


to a mast for it to function properly. 


1,700 = 8,500 1072a-84 


Match 
y 
N / | 
| 


Matches are small wooden sticks 
tipped with a sulfuric substance that 
burns when struck against flint. If a 
match is doused with water or exposed 
6,000 POLY058-10 
5,000 DRAG030-36 
2,500 DRAG168-16 


Masthead, Durability 


to high humidity it will not work. The 
moisture dissolves many of the proper- 
ties required for the match to function 
properly. Matches are a rare item and 
not available in every campaign world. 


Match, Magic 
Match, Many Lights 
Match, Merty’s Munificent 


600 
500 
250 


Mattock 


The mattock of the titans huge digging 
tool 10’ long and weighing more than 
100 pounds. Any giant-sized creature 
with a Strength of 20 or more can use it 
to loosen earth (or tumble earthen 
ramparts) in a 100-cubic-foot area in one 
turn, It can smash rock in a 20-cubic- 
foot area in the same amount of time. 


a 
Ay | 
Mattock, Titans, of the 3,500 


7,000 


2100-174 


Mattress 


Merty’s magnificent mattress is three 
feet wide and seven feet long. It is magi- | 
cally comfortable and the occupant must | 
roll a saving throw versus spell every 
round or fall asleep. If the save fails, the 
victim sleeps until rolled off the mat- 
tress. When not in use, the mattress can 
be rolled up and carried. It weighs 10 
pounds. 


a 


Mattress, Merty’s Magnificent 350 3,500 DRAG168-15 


Name 


Maul 


These huge sledge hammers are 8’ 
long and weigh more than 150 pounds. 
Any giant-sized creature with strength 
21 or greater can employ it to drive 
piles of up to 2' diameter into normal 
earth at 4' per blow, two blows per 
round. The maul can smash to flinders 
an oak door up to 10’ high by 4’ wide by 
2” thick with a single blow, two if the 
door is heavily bound with iron. 


Maul, Titans, of the 4, 


Medallio. 


A medallion is a piece of ornamental 
jewelry, usually circular or oval. Medal- 
lions are most often hung on chains and 
worn as neckwear. Often, medallions 
are used to symbolize a special or in- 
credible feat. When given as a prize or 
honorable gift, a medallion can become 
a valuable family memento to be passed 
from one generation to another. 


Medallion 


EP Cost Book/Page 
000 12,000 2100-174 
nt 


280 LNR2-62 


Medallion, Askhalite 2,800 

Medallion, Chaos 1,000 10,000 DRAG040-29 
Medallion, Defense +1 1,000 5,000 AC04-050 
Medallion, Defense +2 2,000 10,000 new item 
Medallion, Defense +3 3,000 15,000 new item 
Medallion, Defense +4 4,000 20,000 new item 
Medallion, Defense +5 5,000 25,000 new item 
Medallion, Equus 800 8,000 DUNG022-34 
Medallion, ESP, 30’ 1,000 10,000 2100-174 
Medallion, ESP, 30’ with Empathy 1,500 15,000 210 0-174 
Medallion, ESP, 60° 2,000 20,000 2100-174 
Medallion, ESP, 90° 3,000 30,000 2100-174 
Medallion, EST 400 4,000 DRAG156-28 
Medallion, Faith 1,000 10,000 2021-092 
Medallion, Holy, Almor 1,200 9,000 2023-080 
Medallion, Jetton of Asap 4,000 40,000 CN2-029 
Medallion, Light 400 4,000 LNA2-87 
Medallion, Majere 2,000 20,000 DCDLO1-25 
Medallion, Malog 1,500 7,500 2023-081 
Medallion, Mirror, of the 400 4,000 AC08-007 
Medallion, Missile Attraction — 1,000 AC04-050 
Medallion, Projection 500 5,000 AC04-050 
Medallion, Snow Clan 400 4,000 LNR1-93 
Medallion, Soul Searcher 2,000 20,000 1053-057 
Medallion, Spell Exchange 3,000 15,000 2121-140 
Medallion, Steadiness 1,000 10,000 PHBR4-124 
Medallion, Thought Projection - 1,000 2100-174 
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M elon 


Name EP Cost Book/Page 


Melon 


A creature who eats any of the flesh or 
rind of a moonmelon or drinks any of 
the juice seems to be unaffected. The 
imbiber’s offspring, however, are born as 
mooncreatures, which have altered size, 
appearance, and abilities. Strangely 
enough, all of a mooncreature’s off- 
spring are normal examples of the 
grandparent’s race. 


100 500 DUNG025.26 


Menagerie 


Merty’s musical menagerie is a magi- 
cal leather bag weighing only five 
pounds. It contains all the musical 
instruments that any bard could ever 
need. Simply be reaching in, the bard 
can retrieve any instrument desired. 
Although none of the instruments are 
magical, the menagerie allows the bard 
to have the proper sound for any occa- 
sion. 


Menagerie, Merty’s Musical 200 2,000 DRAG168-16 


Metal 


Metal is the hardened mineral sub- 
stance from which most weapons and 
armor are constructed. The common 
materials for coined money (platinum, 
gold, electrum, silver, copper, steel) are 
all metals; although electrum and steel 
are actually alloys (a combination of 
more than one metal). 


Metal, Orichalecom 


Relic 


Military Fork 


A military fork is the warrior's ver- 
sion of a simple agricultural tool. The 
head consists of two parallel spikes, 
often fitted with hooks for pulling horse- 
men off mounts. Certain versions of the 
fork have a blade mounted below the 
spikes. Forks are useful not only as 
thrusting weapons but as tools for 
climbing, setting up ladders, and hoist- 


95,000 2006-50 


ing baskets. 
Military Fork +1 350 2,500 2011-125 
Military Fork +2 700 = 5,000 2011-125 
Military Fork +3 1,400 10,000 2011-125 
Military Fork +4 2,800 20,000 2011-125 
Military Fork +5 5,600 40,000 2011-125 
Military Fork, Pain +4 Relic P 2016-49 


Mirror 


Name EP Cost Book/Page 


Military Pick 

The medieval military pick was a 
specialized weapon. It originated from 
the common mining tool, and was adapt- 
ed to penetrate any armor from chain 
mail up to full plate. The weapon has a 
smal] hammer head balanced by a 
thick, curved fluke or “crow’s beak.” 
This fluke ends in a rounded point that 
has great piercing power. 


Military Pick +1 350 = -.2,500 2011-125 

Military Pick +2 700 ~=—5,000 2011-125 

Military Pick +3 1,400 10,000 2011-125 

Military Pick +4 2,800 20,000 2011-125 

Military Pick +5 5,600 40,000 2011-125 
Mill 


This enchanted mill from the Finnish 
Kalevala, called the Sampo, looks a 
common household mill for grinding 
wheat or other grain into flour. One 
person can operate it by sitting and 
cranking the handle, though he can do 
nothing else while doing so. The Sampo 
can turn straw into meal, salt, or gold 
upon command. 


Mill, Sampo Relic P 1021b-64 


Mine, Dimensional 


] A dimensional mine can look like any 
small item, but most often appears as a 
small figure carved from jet or other 
black stone, similar to a figurine of 
power. When the mine is taken into an 
extradimensional space, such as that 
created by a rope trick, or a bag of hold- 
ing, it ruptures the space, spewing 
everything in it into the Astral plane. 


Mine, Dimensional — 2,000 2121-136 


Mirror 


A magical mirror can be of any size 
and shape, but is almost always large, 
framed, and hung on a wall or other 
support. Some are ornate and some are 
quite plain. All are expensive to con- 
struct, requiring a wish, a powdered 
gem of 25,000 gp value or more, and one 
or more other spells. Many mirrors 
cannot be moved without breaking their 
enchantments. 


Mirror, Allseeing, Yefar’s 900 3,800 DRAGO037-47 
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Missile 

Name EP 
Mirror, Barlithian’s Mystical 12,000 
Mirror, Confusion, Yefar’s 450 
Mirror, Curing 2,000 
Mirror, Duplication 3,000 
Mirror, Emperor’s Relic 
Mirror, Enlightenment 1,000 
Mirror, Evem’s Enviable Image 4,000 
Mirror, Fear 1,200 
Mirror, Flaming, Tenh 2,000 
Mirror, Great, Yefar’s 1,700 
Mirror, Images 200 
Mirror, Lake 400 
Mirror, Lazbekri Relic 
Mirror, Life Saving 3,000 
Mirror, Life Trapping 2,500 
Mirror, Limbo 2,000 
Mirror, Memory, Yefar’s 800 
‘Mirror, Mental Prowess 5,000 
Mirror, Murky 4,000 
Mirror, Opposition - 
Mirror, Reading 500 
Mirror, Recall 5,000 
Mirror, Retention 1,200 
Mirror, Reversal 1,200 
Mirror, Seeing 1,000 
Mirror, Simple Order =_ 
Mirror, Sophistication 200 
Mirror, Speed, Yefar’s 300 
Mirror, Spirit Seeing 1,500 
Mrror, Transformation 2,000 
Mirror, Travel 4,500 
Mirror, Travel, Improved 5,500 
Mirror, Truth 900 
Mirror, Vanity 100 
Mirror, Yin-Yang Relic 

Missile 


Kruze’s magnificent missile is a large, 
open-ended tube of rusty metal plates 
bolted loosely together; the tube is 20’ 
long and 10’ in diameter. Peering inside 
the tube reveals two or three spherical 
creatures with large central eyes and 
many smaller eyestalks. Other more 
common types of missiles can be found 
in the Arrow, Bolt, Bullet, and Quarrel 
entries. 


7,600 


Mist 


Mist of rapture usually is found in 
glass globes or metal vials. When re- 
leased, the mist forms a spherical cloud. 
The cloud’s diameter varies from 15 to 
45 feet depending upon the amount 
released. The vapors are heavy and 
linger for 1-4 days, drifting very slowly 
in any wind. They cling to clothing and 
skin. Victims who breathe the mist are 
incapacitated for 1d6 rounds. 


Missile, Kruze’s Magnificent 


Mist, Rapture 200 


Cost 


120,000 
1,900 
20,000 
30,000 
P. 

6,000 
24,000 
12,000 


22,000 


Book/Page 


DRAG050-20 
DRAG037-47 
2018-135 
AC04-050 
2108-141 
2018-135 
AC11-042 
2018-135 
2023-079 
DRAG037-47 
AC04-051 
POLY 043-22 
2006-51 
CM2-027 
2100-174 
2121-147 
DRAGO37-47 
2100-175 
2108-046 

210 0-175 
AC04-051 
PHBR4-109 
2121-140 
AC04-051 
AC04-051 
2121-140 
DRAG168-18 
DRAG037-47 
2018-135 
HR1-66 
DRAG145-40 
DRAG145-40 
AC04-051 
AC04-051 
2006-68 


AC11-062 


DRAG039-42 


Money 


Name EP Cost 


Book/Page 


Mist Maker 


This device appears to be a hand-held 
crystal vial. When the crystal stopper is 
removed, the vial produces a 30'-radius 
cloud of thick mist that no sight, infra- 
vision, or ultravision can penetrate. The 
effect lasts for 3d6 rounds but can be 
dispelled instantly with a gust of wind 
spell. Simply refilling the vial with 
plain water and allowing it to sit for 24 
hours. recharges the item. 


Mistmaker, Merty’s Miraculous 180 1,800 DRAG168-16 


Moat 


A folding moat appears to be a large 
loop of cloth. When placed on the 
ground, however, it expands to become a 
trench 30’ wide, and 10’ deep, enclosing 
a 500’ by 300’ area. If a command word 
is spoken, the moat fills with water that 
remains until a second command word 
is spoken. 


Moat, Folding 8,000 80,000 POLY 058-10 


Moccasins 


These, low beaded leather shoes are 
worn by Mazticans and tribesmen 
everywhere. Moccasin leather is often 
very soft, making a shoe that allows the 
wearer to walk quietly through nearly 
any terrain. See the Boot (page 33) and 
Shoe (page 128) entries for additional 
magical options. 


Moccasins, Free Movement 1,000 10,000 1066a-82 


Money 


These magical coins work only when 
they are part of a broken promise. For 
example, a character is vulnerable if he 
agrees to stand guard in exchange for 
money, then flees his post. The curse 
inflicts 1d4 points of rotting damage 
each day until the victim fulfills the 
promise, receives a remove curse, spell, 
or dies. A victim need carry only one 
coin to be affected. 


Money, Raistlin’s Cursed 5 25 2021-099 
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Morning Star 


Name 


EP Cost Book/Page 


Morning Star 


Morning Star +1 
Morning Star +2 

Morning Star +3 

Morning Star +4 

Morning Star +5 

Morning Star, Battlestar +4 
Morning Star, Breathing 
Morning Star, Charming 
Morning Star, Deceiving 
Morning Star, Defending 
Morning Star, Deflecting 
Morning Star, Draining 
Morning Star, Extinguishing 
Morning Star, Finding 
Morning Star, Flaming 
Morning Star, Flying 
Morning Star, Healing 
Morning Star, Hiding 
Morning Star, Holding 
Morning Star, Lighting 
Morning Star, Silencing 
Morning Star, Slowing 
Morning Star, Speeding 
Morning Star, Translating 
Morning Star, War, Manticore 
Morning Star, Watching 
Morning Star, Wishing 


Mortar & Pestle, Lorloveim’s 
Obsidian 
Mortar, Everproducing Rice 


A morning star is a wooden club 
topped with a spiked head. Morning 
stars are about four feet long. Their 
heads can be round, oval, or cylindrical, 
but always are studded with spikes. 
Most morning star heads are equipped 
with a long point for thrusting, regard- 
less of the overall design. The weapon’s 
weighted, spiked head allows the wield- 
er to inflict significant damage with 
every successful swing. 


400 3,000 2011-125 
800 6,000 2011-125 
1,500 10,000 2011-125 
2,000 15,000 2011-125 
2,500 20,000 2011-125 
3,500 35,000 SJR1-76 
600 3,000 1013-58 
800 4,000 1013-58 
200 1,000 1013-58 
800 4,000 1013-58 
800 4,000 1013-58 
1,000 5,000 1013-58 
800 4,000 1013-58 
2,000 10,000 1013-58 
1,200 6,000 1013-58 
1,000 5,000 1013-58 
3,000 15,000 1013-58 
1,200 6,000 1013-58 
1,000 5,000 1013-58 
800 4,000 1013-58 
800 3,800 1013-58 
800 4,000 1013-58 
750 3,500 1013-58 
1,000 1,500 10 13-58 
1,500 15,000 — POLY058-09 
1,000 2,000 1013-58 
1,200 12,000 1013.58 
Mortar 


Mortars and pestles are tools used to 
grind coarse materials into powders. 
Generally, they are used to grind sub- 
stances like grain, spices, and other 
fairly soft materials. Magical varieties 
allow the user to grind the harder sub- 
stances, such as rock, granite, metal, 
gemstones, and magical items (although 
magical items receive a saving throw 
versus disintegration). Magical mortars 
and pestles must be used together. 


500 
600 


2,500 
6,000 


2121-139 
2018-134 


Name 


Mouthpick, Beholder 


Mower, King Dorfin’s Giant 


aE 
bee te 


o I 


Mug, Dribbling 

Mug, Merty’s Mysterious 
Mug, Plenty 

Mug, Warming 


M ug 


EP Cost Book/Page 


Mouthpick 


For all their might, the eye tyrants 
(beholders) cannot accomplish the sim- 
ple task of picking up a stick without 
aid. To circumvent their lack of append- 
ages, beholders sometimes use 
mouthpicks, also called tongue arms, to 
manipulate items. These reaching aids 
are often articulated and usually made 
of metal. They are held in the tyrant’s 
mouth. 


1,000 2,000 1060-112 


Mower 


This gnomish invention looks like a 
heavy chariot powered by a golem. The 
golem turns a crank that causes the 
wheels to turn and activates sets of 
rotary blades on the sides and the front. 
Several rakes drag behind the chariot 
and recover any fallen debris. The 
mower moves 120’ per round and causes 
2d10 points of damage to anything in its 
path, including grass, trees, people, and 
other obstacles. 


1,500 150,000 


Muffler 


These colorful scarves protect the 
wearer from the sounds of sirens, har- 
pies, annoying bards, and even the 
pestering of a spouse, companion, or 
loved one. Once put on, no sound will 
reach the wearer's ears until they are 
removed. 


AC11-091 


200 2,000 DRAG168-16 


Mug 


Mugs are large cups crafted from 
ceramics, metal, bone, shell, or glass. 
Most have handles. Mugs tend to be 
thick and heavy; they are often used to 
drink hot or warm beverages such as 
soup or tea. Tall mugs, often called 
flagons or steins, are used to hold ale for 
drinking. 


- 200 DRAGO030-36 

80 800 DRAG16 8-16 
1,000 10,000 FR02-63 
400 4,000 DRAGO30-36 
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Mushroom 


Name EP Cost Book/Page 


Mushroom 


Merty’s multiplanar mushrooms in- 
stantly transport the imbiber to the 
Ethereal plane. The consumer can stay 
in the plane for as long as he wishes. 
Eating another returns the imbiber to 
his or her plane of origin. The chance 
for random encounters in the Ethereal 
plane is doubled when these mushrooms 
are used. 


s 


Mushroom, Merty’s Multiplanar 1,120 11,250 DRAG168-15 


Musk 


A healthy application of Merty's mas- 
culine macho musk will turn any weak- 
ling adventurer into a hulking | 
monstrosity with 18/00 strength, which 
lasts 2-5 rounds. Furthermore, the scent 
acts as a friends spell on anyone within 
20’ which lasts 5d4 rounds, For some 
reason, females are repelled by this odor 
and attack the wearer with intent to 
kill if they fail a save versus spell. 


Musk, Merty’s Masculine Macho 120 1,200 DRAGI68-16 


Muskmelon 


A single Merty’s mmm-mmm musk- | 
melon provides a nutritious meal for one 
person. Each also has an enchantment 
that allows it to stay fresh and delicious 
indefinitely. Furthermore, if a seed from Ze 
a melon is planted watered, it will e 
sprout into a new melon plant in only 
six hours. Each seed will sprout one to 
two melons. 


Muskmelon, Merty’s Mmm-mmm 50 500 DRAG168-16 


Mustard 


Mustard is a tangy condiment made 
from vinegar, ground mustard seed, and 
salt. Several magical varieties exist, but 
they are exceedingly rare. 


DRAG168-15 


3,000 
4,000 POLY023-12 


Mustard, Merty’s Mystic 
Mustard, Success 400 


Necklace 


Name EP 


Cost 


Book/Page 


Muzzle 


This item is constructed from leather 
straps and metal buckles. A muzzle can 
be fastened over the mouth of any ani- 
mal or monster to keep it from biting. 
Magical muzzles automatically expand 
or contract to fit any creature. The 
muzzled creature can breathe, but it 
cannot open its mouth to bite, eat, pant, 
or release a breath weapon, | 


AC04-051 


Muzzle, Mauling = 800 
Muzzle, Training 800 8,000 1013b-053 
Nail 
A common iron nail used in medieval 
carpentry is one to four inches long and 
very crudely made. Magical nails are 
nearly identical, although the quality is 
better. Enchanted nails can be manufac- 
tured from some other metal and often | 
are painted. They may be easily over- | 
looked if found with other construction 
materials. 
| 
Nail, Building 1,500 15,000 AC04-051 
Nail, Death 400 4,000 AC04-051 
Nail, Finger 100 1,000 1013-54 
Nail, Pointing 700 = 7,000. AC04-051 
Nail, Securing 400 4,000 AC04-051 
Nail, Ten-Penny 300 8,000. AC04-051 
Necklace 


A necklace is a piece of ornamental | 
jewelry usually made of silver, gold, | 
platinum or some other precious metal, 
and adorned with gems. As the name 
suggests, a necklace is always worn on 
the neck. A necklace can be short 
enough to fit snugly around the throat, 
long enough to dangle below the waist, 
or be just about any length in between. 


1,000 10,000 


Necklace, Adaptation 2100-175 
Necklace, Air Breathing 50 500 DRAG048-85 
Necklace, Almor — 2,000 2023-082 
Necklace, Alteration 1,000 5,000 DRAGO86-28 
Necklace, Bad Taste 500 =1,000 + DRAGO091-60 
Necklace, Elegant Appearance 600 6,000 DRAGO073-39 
Necklace, Glittering 500 5,000 AC04-052 
Necklace, Greed — 1,200 AC04-052 
Necklace, Harmonia 1,000 10,000 1021-64 
Necklace, Lilth Relic P  IMAG020-31 
Necklace, Memory Enhancement 1,000 5,000 2121-141 
Necklace, Missiles, Type I 550 =. 2,200. 2011-150 
Necklace, Missiles, Type II 800 3,200 2011-150 
Necklace, Missiles, Type III 1,150 4,600 2011-150 
Necklace, Missiles, Type IV 1,800 7,200 2011-150 
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Necklace of Prayer Beads 


Name 


Necklace, Missiles, Type V 
Necklace, Missiles, Type VI 
Necklace, Missiles, Type VII 
Necklace, Night Seeing 
Necklace, Pearls, Tarterus 
Necklace, Petrification 
Necklace, Protection +1 
Necklace, Protection +2 
Necklace, Protection +3 
Necklace, Protection +4 
Necklace, Protection +5 
Necklace, Protection, Charm 
Necklace, Strangulation 
Necklace, Ugliness 
Necklace, Water Breathing 


EP Cost Book/Page 
1,950 7,800 2011-150 
2,300 9,200 2011-150 
2,950 11,800 2011-150 

400 4,000 POLY043-22 
2,000 6,000 2121-147 

— 4,000 AC04-052 
1,000 5,000 HR1-66 
2,000 10,000 HR1-66 
3,000 15,000 HR1-66 
4,000 20,000 HR1-66 
5,000 25,000 HR1-66 
2,000 10,000 FR10-84 

_ 1,000 2100-175 

= 1,200 AC04-052 

800 8,000 2003-24 


Necklace of Prayer Beads 


— Sat 


Necklace, Prayer Beads, Atonement 
Necklace, Prayer Beads, Blessing 
Necklace, Prayer Beads, Curing 
Necklace, Prayer Beads, Karma 
Necklace, Prayer Beads, Summon 


This item appears to be a normal piece 
of non-valuable jewelry until it is placed 
about the neck. Even then, its nature 
will be revealed only if the wearer is a 
cleric (excluding druids and PCs other- 
wise able to use clerical spells such as 
paladins and rangers), The wearer is 
more likely to receive desired spells 
from his deity and enjoys other benefits 
depending on which beads the necklace 
has. 


Necklace, Prayer Beads, Wind 


Walking 


Needle, Death 

Needle, Knitting, Speed 
Needle, Lively Tattoos 
Needle, Repair 

Needle, Sewing 


500 3,000 2011-151 

500 3,000 2011-151 

500 3,000 2011-151 

500 3,000 2011-151 

500 3,000 2011-151 

500 3,000 2011-151 
Needle 


Common needles are mainly used in 
garment work and come in several 
shapes and sizes for sewing, knitting, 
and crocheting. Although hardly an 
effective weapon, adventurers (ninjas in 
particular) occasionally carry needles to 
help achieve surprise or create diver- 
sions. These tend to be longer than 
common sewing needles. 


400 = 4,000 AC04-052 
600 6,000 DRAG073-37 
1,000 10,000 LC2-34 
500 =—5,000 AC04-052 
300 =63,000 += DRAG030-36 


Name 


Net, Apprehending, Zadon’s 
Net, Breathing 
Net, Charming 
Net, Deceiving 
Net, Defending 
Net, Deflecting 
Net, Drag 

Net, Draining 

Net, Entrapment 
Net, Extinguishing 
Net, Finding 

Net, Fishing 

Net, Flaming 

Net, Flying 

Net, Hare 

Net, Healing 

Net, Hiding 

Net, Holding 

Net, Landing 

Net, Lightning 
Net, Profit 

Net, Restraint, Loyal 
Net, Safety 

Net, Silencing 

Net, Slicing 

Net, Slowing 

Net, Snaring 

Net, Snaring, Spirit 
Net, Sneering 

Net, Speeding 

Net, Translating 
Net, Watching 
Net, Web 

Net, Wishing 

Net, Worth 


Net Thrower 


EP Cost Book/Page 


Net 


Ordinary nets commonly used by 
fishermen are large sheets of mesh 
made of rope or cord. Magical nets can 
much smaller, (squares or rectangles 
one to 12 inches long on a side, as indi- 
cated or implied in the item description) 
and usually made of fine metal threads 
that are intricately woven and often 
adorned with gems. 


1,000 5,000 DRAG062-65 
600 3,000 1013-58 
800 = 4,000 1013-58 
200 ~=—-:1,000 1013-58 
800 4,000 1013-58 
800 4,000 1013-58 

1,000 5,000 AC04-052 
800 4,000 1013-58 

1,000 = 7,500 2100-184 
800 4,000 1013-58 

2,000 10,000 1013-58 
800 4,000 1072a-84 

1,200 6,000 1013-58 

1,000 5,000 1013-58 
150 1,500 AC04-052 

3,000 15,000 1013-58 

1,200 6,000 1013-58 

1,000 5,000 1013-58 

1,000 4,000 AC04-053 

4,000 30,000 1013-58 

1,000 10,000 AC04-053 

1,000 6,000 DLR1-82 

1,000 5,000 LC2-13 
800 3,800 1013-58 
900 =. 4,500 1013-58 
800 = 4,000 1013-58 

1,000 6,000 2100-184 

2,000 10,000 2018-135 

40 400 DRAG156-28 
750 3,500 1013-58 

1,000 1,500 1013-58 

1,000 2,000 1013-58 
500 = 2,500 2021-093 

1,200 12,000 1013-58 

1,000 = 5,000 AC04-053 


Net Thrower 


Net Thrower 


This gnomish device throws nets great 
distances, It uses a spring-loaded wheel 
and a circular net with small weights 
attached to it. The wheel spins and 
launches the net, which flies to its 
target. A net thrower comes with a 
mechanical-or steam-powered winch to 
haul the net and its cargo back. It has a 
range of 100’ and affects a 10’ x 10’ 
area. It requires a three-gnome crew to 
operate, and has a 25% chance of mal- 
functioning every time it is used. 


60 600 AC11-090 
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Nightcap 


Name EP Cost 


Book/Page 


Nightcap 


A nightcap covers the head during 
sleep. It provides some extra warmth, 
but is used primarily to keep the wear- 
er’s hair out of his face. Its secondary 
purpose is to keep the lice that often 
inhabit the scalp from biting and jump- 
ing about and keeping the person 


awake. 
Nightcap, Sleep 400 =. 2,000 AC04-053 
Nightcap, Vision 600 3,000 AC04-053 


Nightingale 


The origin of Queen Ehlissa’s marvel- | 
ous nightingale is unknown; however, | 
one sage asserts that the nightingale 
was made by Xagy and the goddess of | 
volcanic activity, Joramy, some 17 cen- | 
turies ago. This bejeweled songbird 
seems to actually spring to life when its 
mechanism is activated. The creature is 
held within a fine mesh of golden wires, 
much like the cage of a real bird, and 
when set in motion the nightingale 
opens its glittering wings, hops to the 
highest perch in the cage and performs. 


Nightingale, Queen Ehlissa’s 


Marvelous Relic 112,500 2011-160 


Noisome 


These magical items come in strings 
of 100 and look like modern-day fire- 
crackers. When lit and cast to the 
ground, the noisomes magically explode 
with a loud bang. Spirits cannot tolerate 
this noise. Lesser spirits flee for 2-5 
rounds. Greater spirits are granted a 
saving throw versus spell to remain in 
the area. The explosions cause no dam- 
age. 


Noisome, Spirit Chaser 1,000 2018-135 


5,000 


Nunchaku 


This is a martial arts weapon, derived 
from the common agricultural flail. It 
consists of two lengths of wood or iron Y 
connected by a short chain or cord. It 
can be used to parry attacks, club an 
opponent, or catch weapons. It is easily 
concealed. Martial arts training is | 
required to use this weapon effectively. ff 


‘an 
| 


Nunchaku, Dancing +2 800 4,000 POLY041-14 


Oil 


Name EP 


Cost 


Book/Page 


Oar 


Oars are used to propel and steer 
water craft. An oar consists of a long 
wooden shaft with a blade at one end 
and a short, tapered grip at the other 
end. A metal or leather bracket or 
sleeve is fitted somewhere near the 
middle. An oar must be attached to or 
braced against to the craft's gunwale 
(side). All oar-driven vessels are fitted 
with brackets or notches for this pur- 


pose. Aw —_ 

Oar, Ether 1,000 5,000 AC04-053 

Oar, Rowing 600 6,000 AC04-053 
Odor 


Odors are almost exclusively created 
by druids and other naturalist priests. 
They are gases distilled from plants, } 
earth, minerals, or animal byproducts. 
Some odors are benign and are used as 
alchemical cures for a variety of injuries 
and ailments. Other odors are deadly 
poisons. 

| 


DRAG119-19 
DRAG119-19 


Odor, Sleep 1,000 
Odor, Wakefulness 200 


5,000 
1,000 


Odrovir 


In Norse legend, a war took place 
between the Aesir (the 24 deities of 
Asgard) and the Vanir (the nature dei- 
ties of Noatun). After the war, both sides 
spat into a jar, providing their mixed 
essences as hostages for peace. Kvasir, 
the wisest of all men, was made of the 
spittle. Using honey, he made an elixir 
called Odrovir (or Odhrevir); all who 
partook of it became poets. 


; 
: 


600 6,000 


1021b-64 


Odrovir 
Oil 


“Oil” is a general term for a vast 
number of products. Oils include lotions 

and salves that are rubbed on the body | 
for medicinal purposes. Oils also include | 
lubricants that lessen friction between | 
two different objects when they rub 

together. Many enchanted oils are herb- | 
al distillates or infusions. They tend to | 
be non-flammable. Lamp oil is used for | 
lamps and lanterns; it is not particular- 

ly explosive although it can be used to 

feed an existing blaze. 


Oil, Absinthe 100 500 
Oil, Acid Resistance 500 5,000 


DRAG033-47 
2100-143 
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Oil 


Name 


Oil, African Ju Ju 
Oil, Agelessness 
Oil, Allspice 

Oil, Anger 

Oil, Animation 

Oil, Anise 

Oil, Aphrodisia 

Oil, Aphrodisiac, Starella’s 
Oil, Arabian Nights 
Oil, Ares 

Oil, Armor 

Oil, Armor 

Oil, Aroma of Dreams 
Oil, Attraction 

Oil, Attractiveness 
Oil, Beauty 

Oil, Bergamot 

Oil, Blood, Bat 

Oil, Blood, Dragon 
Oil, Bottom #20 

Oil, Bull 

Oil, Buoyancy 

Oil, Carnation 

Oil, Chocolate 

Oil, Citronella 

Oil, Civet 

Oil, Cleo May 

Oil, Cloaking 

Oil, Commanding 
Oil, Concentration 
Oil, Confusion 

Oil, Conquering, Glory 
Oil, Conquering, High 
Oil, Controlling 

Oil, Crab Apple 

Oil, Crossing 

Oil, Cumin Seed 

Oil, Curdled Death 
Oil, Curse, Bruno's 
Oil, Cypress Seed 
Oil, Desire Me 

Oil, Dexterity 

Oil, Disenchantment 
Oil, Do As I Say 

Oil, Double Cross 
Oil, Dream 

Oil, Dryad of the 
Oil, Elasticity 


Oil, Elemental Invulnerability, Air 


250 
1,000 


Oil, Elemental Invulnerability, Earth 1,000 


Oil, Elemental Invulnerabili 


1,000 


Oil, Elemental Invulnerability, Water 1,000 


Oil, Enchantment 
Oil, Etherealness 
Oil, Eucalyptus 
Oil, Feast, of the 
Oil, Fiery Burning 
Oil, Fire Stilling 
Oil, Frangi Pani 
Oil, Fumbling 

Oil, Galangal 

Oil, Gardenia 

Oil, Get Away 

Oil, Grape 

Oil, Grass, Five Finger 
Oil, Great Devotion 


100 
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1,200 
600 
200 
250 
500 
200 
200 
100 
200 
300 
100 
250 
300 


Cost 


Book/Page 


DRAG033-47 
FR10-81 
DRAG033-47 
DRAG033-47 
POLY065-20 
DRAG033-47 
DRAG033-47 
2121-125 
DRAGO033-47 
DRAG033-47 
FR10-81 
POLY 065-20 
2121-125 
DRAG033-47 
DRAG179-68 
FR10-81 
DRAG033-47 
DRAG033-47 
DRAGO3 3-52 
DRAG033-47 
DRAG033-47 
POLY065-20 
DRAG033-47 
DRAG033-47 
DRAG033-47 
DRAG033-47 
DRAG033-47 
DRAG179-68 
DRAG033-47 
DRAG033-47 
DRAG033-47 
DRAG033-47 
DRAG033-52 
DRAG033-47 
DRAG033-47 
DRAG033-47 
DRAG033-47 
2121-125 
DRAG033-47 
DRAG033-47 
DRAGO33-52 
POLY065-20 
2100-143 
DRAG033-52 
DRAG033-52 
DRAG033-52 
POLY065-20 
POLY065-20 
2100-143 
2100-143 
2100-143 
2100-143 
DRAG033-52 
2100-143 
DRAG033-52 
POLY065-20 
2100-143 
DRAG159-18 
DRAG033-52 
2100-143 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG179-68 


Name 


Oil, Hair Replacement 

Oil, High John the Conqueror 

Oil, Honeysuckle 

Oil, Horridness 

Oil, Hypnotic 

Oil, Hyssop 

Oil, Immovability 

Oil, Impact 

Oil, Insect Ward, Murdock’s 

Oil, Invisibility 

Oil, Invuinerability 

Oil, Invulnerability, Elemental 

Oil, Invulnerability, Elemental 
Plane, Air 

Oil, Invulnerability, Elemental 
Plane, Ash 

Oil, Invulnerability, Elemental 
Plane, Dust 

Oil, Invulnerability, Elemental 
Plane, Earth 

Oil, Invulnerability, Elemental 
Plane, Fire 

Oil, Invulnerability, Elemental 
Plane, Ice 

Oil, Invulnerability, Elemental 
Plane, Lightning 

Oil, Invulnerability, Elemental 
Plane, Magma 

Oil, Invulnerability, Elemental 
Plane, Minerals 

Oil, Invulnerability, Elemental 
Plane, Ooze 

Oil, Invulnerability, Elemental 
Plane, Radiance 

Oil, Invulnerability, Elemental 
Plane, Salt 

Oil, Invulnerability, Elemental 
Plane, Smoke 

Oil, Invulnerability, Elemental 
Plane, Steam 

Oil, Invulnerability, Elemental 
Plane, Vacuum 

Oil, Invulnerability, Elemental 
Plane, Water 

Oil, Jamaica 

Oil, Jinx Removing 

Oil, Kludde 

Oil, Lavender 

Oil, Life 

Oil, Life, New 

Oil, Lighting 

Oil, Lightning Bolts 

Oil, Lily of the Valley 

Oil, Lorn 

Oil, Magnolia 

Oil, Manpower 

Oil, Mercury 

Oil, Metal Fatigue 

Oil, Mojo 

Oil, Moon 

Oil, Musk 

Oil, Narcissus 

Oil, Nine Mystery 

Oil, Obeah 

Oil, Obedience 

Oil, Olibanum 


Oil 


Book/Page 


POLY065-20 
DRAG033-52 
DRAG033-52 
DRAG179-69 
DRAG033-52 
DRAG033-52 

POLY065-20 

2100-143 
2121-125 
DRAG179-69 
DRAG179-69 
DRAG130-40 


2121-127 
2121-127 
2121-127 
2121-127 
2121-127 
2121-127 
2121-127 
2121-127 
2121-127 
2121-127 
2121-127 
2121-127 
2121-127 
2121-127 
2121-127 


2121-127 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAGO33-52 
DRAG033-52 

POLY 065-20 
POLY065-20 
DRAG033-52 
POLY065-20 
DRAG033-52 
DRAG033-52 
DRAG033-52 
POLY065-20 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG179-69 
DRAG033-52 


Oil 


Name 


Oil, Phosphorescence 
Oil, Phosphorus 
Oil, Pickpocket, of the 
Oil, Power 

Oil, Preservation 
Oil, Preservation 
Oil, Primrose 

Oil, Reversible 
Oil, Romance 

Oil, Rosemary 

Oil, Rue 

Oil, Rust Proofing 
Oil, Sandalwood 
Oil, Scents 

Oil, Scribes 

Oil, Scrying 

Oil, Sharpness +1 
Oil, Sharpness +2 
Oil, Sharpness +3 
Oil, Sharpness +4 
Oil, Sharpness +5 
Oil, Sharpness +6 
Oil, Slickness 

Oil, Slipperiness 
Oil, Snake 

Oil, Spikenard 
Oil, Spirit 

Oil, Time 

Oil, Timelessness 
Oil, Unlocking 
Oil, Verbena 

Oil, Vibration 

Oil, Virgin Olive 
Oil, Vision 

Oil, Will Power 
Oil, Wintergreen 
Oil, Wishing 

Oil, XYZ 

Oil, Ylang Ylang 
Oil, Zula Zula 


EP 


Cost 


Book/Page 


DRAG091-53 
POLY065-20 
DRAG179-69 
DRAG033-52 
2121-127 
POLY065-21 
DRAG033-52 
DRAG033-52 
DRAG179-69 
DRAG033-52 
DRAG033-52 
POLY065-21 
DRAG033-52 
POLY065-21 
POLY065-21 
POLY065-21 
2017-090 
2017-090 
2017-090 
2017-090 
2017-090 
2017-090 
PHBR2-105 
2100-144 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
2100-144 
POLY065-21 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 
DRAG033-52 


Or acle 


Name EP Cost Book/Page 


Ointment 


This pale, creamy salve is found in 
small wooden boxes with cloth applica- Wie > | 
tors. If the entire contents of a box is | | 5 
rubbed on any part of the skin, a magi- 
cal effect is produced. All ointments | 
look, smell, and taste differently (even 
among the same types), making them 
hard to distinguish one from another. 


Ointment, Blessing 100 500 AC04-054 
Ointment, Healing 1,000 5,000 AC04-054 
Ointment, Keoghtom’s 500 10,000 2100-173 
Ointment, Poison - 600 AC04-054 
Ointment, Scar Removal 150 750 DRAGO73-38 
Ointment, Scarring 400 4,000 AC04-054 
Ointment, Second Sight 2,000 10,000 PC1-60 
Ointment, Soothing 600 8,000 AC04-054 
Ointment, Tanning 500 2,500 AC04-054 
Omelet 


This item is a carton or box made from 
a lightweight, porous, white material. | 
The outside embossed with glyph that | 
usually depicts a bird or some type of Z 
flying contraption. When opened, the 
carton always is found containing an 
old, cold, tough, and unappetizing ome- 
let and a waxed-coated bag. 


Omelet, Planes, of the 1,000 10,000 


DRAG156-28 
Oracle 
An oracle appears to be a crystal ball [ | 
with a slight tinge of color. They were | | 
created many years ago for the then | 
Lord Mayor of the city of Greyhawk. | 
However, no one is sure how many s 
oracles are still in the government's q > 
possession. and how many have been | | | 
lost or stolen. An oracle can answer one | | 
question a day, as if the owner is con- i] | 
sulting a sage (see DMG). | 
] 
Oracle, Greyhawk, Blue 2,000 12,000 2023-082 
Oracle, Greyhawk, Brown 2,000 12,000 2023-082 
Oracle, Greyhawk, Green 2,000 12,000 2023-082 
Oracle, Greyhawk, Orange 2,000 12,000 2023-082 
Oracle, Greyhawk, Red 2,000 12,000 2023-082 
Oracle, Greyhawk, Violet 2,000 12,000 2023-082 
Oracle, Greyhawk, Yellow 2,000 12,000 2023-082 
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Orb 


Name EP 


Orb 


Orbs look much like crystal balls; they 

are spherical objects that usually are | 
placed in elaborate stands to keep them 
from rolling or breaking. Many of the 
most powerful artifacts in existence are 
orbs, the potent Orbs of Dragonkind od 
being only one example. 


Orb, Distant Viewing - 1,000 DRAG168-20 
Orb, Dragonkind, Dragon Relic 40,000 2011-159 
Orb, Dragonkind, Dragonette Relic 30,000 2011-159 
Orb, Dragonkind, Elder Wyrm Relic 70,000 2011-160 
Orb, Dragonkind, Firedrake Relic 60,000 2011-160 
Orb, Dragonkind, Grand Dragon Relic 80,000 2011-160 
Orb, Dragonkind, Great Serpent Relic 50,000 2011-159 
Orb, Dragonkind, Hatchling Relic 10,000 2011-159 
Orb, Dragonkind, Wyrmkin Relic 20,000 2011-159 
Orb, Duo-Dimension 500 20,000 FOR2-79 
Orb, Golden Death Relic 75,000 T1:4-127 
Orb, Grief — 1,800 CN2-029 
Orb, Holiness 7,500 90000 FR04-45 
Orb, Law 3,000 30,000 DUNG008-31 
Orb, Might, Evil Relic 100,000 2011-160 
Orb, Might, Good Relic 100,000 2011-160 
Orb, Might, Neutrality Relic 100,000 2011-160 
Orb, Remote Action 3,000 15,000 SJR1-79 
Orb, Silver Dragon 4,000 20,000 DLO07-029 
Orb, Tyche Diamond Relic 95,000 1021-57 
Orb, Yama Relic 125,000 CN2-029 
Organ 


Heward’s mystical organ has 77 great 
and small pipes, a console with many 
keys of black and white, 13 stops, and 
three great foot pedals. The bellows that 
send wind to the pipes are said to be 
worked by a conjured and chained air 
elemental of huge size. Each stop causes 
the pipes to sound in a different voice. | 


Organ, Heward’s Mystical Relic 25,000 DRA G029-43 


Ornothopter 


This vehicle looks like a small boat 
made of cloth and wood, with four 
spring-loaded legs and two collapsible, 
leather wings. When released, the legs 
cause the ornothopter to spring into the 
air. Meanwhile, as the crew rewinds the 
springs, the leather wings open up and 
allow the ornothopter to safely glide 
down to the ground. 


Ornothopter, Hopping 


Paint 


Name EP Cost 


Book/Page 


Oven 


This item appears to be an ordinary 
stone oven. There is no place for feeding 

the fire, however. The oven is heated via 

a connection to the Elemental Plane of 

Fire. A small number (10%) of these 

ovens are defective, however, such that | 
a creature from the fire plane may come | 
“through” the connection (5% per 

month, non-cumulative, for any defec- 

tive oven). 


1,000 10,000 DRAG073-39 
Paddleboard 


These items are fashoned form a | 
single piece of thin wood about a foot 
long. They have rounded, fan-shaped 
paddles with a narrow handle. A ball 
and eleastic string is attached to the 
center of the paddle. The string made 
from interwoven sinews, and the ball is | 


Oven, Heat 


usually an opaque crystal that is resil- 
ient and nearly indestructible A magi- 
cal paddleboard is quite susceptible to 
fire damage but almost immune to 
impact damage. Paddleboards can be 
used to batter opponents up to three times per round, using either the 
paddle or the ball. Each hit inflicts one point of damage. 


Paddleboard, Magical +1 50 250 DRAG134-43 
Paddleboard, Magical +2 100 500 DRAG134-43 
Paddleboard, Magical +3 150 750 DRAG134-43 
Paddleboard, Magical +4 200 1,000 DRAG134-43 
Paddleboard, Magical +5 20' 275 1,375 DRAGI134-43 
Paddleboard, Magical +5 25’ 290 1,450 DRAG134-43 
Paddleboard, Magical +6 300 1,500 DRAG134-43 
Paddleboard, Wondrous 

Transformation 3,000 15,000 DRAG134-43 

Paint 


The magical paints described here | 
were enchanted when then city of 
Blackmoor was in full power. After the 
city and castle fell into ruin, Black- 
moor’s mages used the paints to insure 
their survival in the hostile land. When 
a paint is applied to the body, the mage 
is transformed into another character 
class with weapons, armor class, and 
appropriate hit points. 


Paint, Blackmoor, Black 300 2,500 2023-083 
Paint, Blackmoor, Blue 300 2,500 2023-082 
Paint, Blackmoor, Brown 300 = .2,500 2023-083 
Paint, Blackmoor, Green 300 =. 2,500 2023-083 
Paint, Blackmoor, Red 300 =. 2,500 2023-082 
Paint, Blackmoor, White 300 2,500 2023-083 
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Painting 


Name EP Cost 


Book/Page 


Painting 


Few magical paintings exist in the | 
AD&D" campaign worlds, but those 
that do show an amazing diversity of 
properties, Some can be used by non- 
mages simply through proper concentra- 
tion; others can be used to their fullest 
only by wizards. Most radiate a magical 
aura, and show no signs of a dweomer | 
even if examined with detect magic.. 

Many enchanted paintings have powers | 
that relate directly to what they depict. 
Magical paintings are expensive to 

make; the pigments require arcane formulations similar to those used 
for scrolls of high-level spells. Also, magical paintings tend to be very 
powerful and, in inexperienced hands, dangerous. Unless otherwise 
specified, magical paintings are totally resistant to normal fire and to 
normal or crushing blows. They get a +4 saving throw bonus vs. other 
hazards (magical fire, electricity, etc.), this reflects the strength of 
their dweomers. 


Painting, ‘““Dragonnel” - 9,000 DRAG179-13 
Painting, “Gladiators, The” — 48,000 DRAG179-12 
Painting, “Glorindel’s Gates” - 1,000 DRAG179-13 
Painting, “Igraine’s Portraits” — 54,000 DRAGI179-14 
Painting, “Watchers, The” — 12,000 DRAG179-11 
Painting, “Widow's Walk” — 4,000 DRAG179-12 
Painting, “Glorindel’s Living” — 36,000 DRAG179-13 
Palette 


This device offers protection against, 
polymorph spells and the like. The item 
is an artist's palette covered with 
bright, mystical paints. To activate the 
item, the user must paint a self-portrait. 
The painting does not need to be created 
with any expertise, but the user must 
believe the portrait is accurate. Any 
time the user carries the self-portrait on 
his person, the portrait suffers the 
effects of unsuccessful saves versus 
polymorph spells. 

2121-133 


Palette, Identity, Bell’s 1,000 


Pan 


A pan is a shallow container used for ] 
frying or baking food, or for bathing. 
Pans used to cook foods are generally 
cast from iron; pans used for bathing | 
tend to be made of ceramics, glass, or 
lightweight metals such as tin. See the 
Cauldron (page 41) and Basin (page 29) 
entries for more magical options. 


5,000 


| 
| 

1,000 DRAG073-36 
1,500 DRAGO073-36 


Pan, Frying 100 
Pan, Spices 300 


D 
Peanut 


Name EP Book/Page 


Paper 


Cost 
Paper is a high-quality writing sur- 
face made from pulped wood or cloth 
fibers. Paper can be bought by the roll 
or by the individual page. A roll can be ‘ 
almost any size, and very long rolls | 
usually are wound onto sticks or spin- | 
dles to make storage and transport 
easier. Writing and mapping paper is | 
sold in flat or carefully folded sheets. 


| 
200 2,000 


2018-135 


Paper, Form 

Paper, Waxed 100 200 LC4-41 

Paper, Writing 300 1,500 PHBR4-109 
Parchment 


Parchment is a paper-like substance 
made from animal skins. It tends to be 
of lower quality than paper, but can be 
used for the same purposes. Parchment 
usually is sold in small rolls or in pages 
one foot square. Parchment tends to 
have a short life, when compared to 
paper due to the highly acidic fluids 
used to cure the hides. 


Parchment, Looping 600 3,000 AC04-054 

Parchment, Monster Holding 150 1,500 PHBR4-124 

Parchment, Self-Protection 1,000 5,000 AC04-054 
Parrot 


This item is a 12-inch-high statue of a 
parrot made from clear crystal; it is 
used to detect trespassers. The parrot 
typically is placed high on a bookcase or 
shelf that gives it an unobstructed view 
of the area it is to oversee. When acti- 
vated with the proper command word, it 
operates for 30 days. If an intruder 
enters the parrot’s field of vision, the 
bird telepathically alerts the user 


Parrot, Crystal 1,500 2121-135 


7,500 


Peanut 


The eternal peanut can be opened 
repeatedly and will provide up to three 
ounces of peanuts every hour. In a sin- 
gle day the eternal peanut can supply 
rations for one man for a half a day of 
wilderness travel or one evening’s worth 
of snacks for two. 


Peanut, Eternal 1,000 5,000 DRAG030-36 
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Pearl Pendant 
Name EP Cost Book/Page Name EP Cost Book/Page 
Pearl Pegleg 

= A pear] is a semi-precious gem formed f — 7 A pegleg is an artificial replacement 


for a lower leg lost to accident or misad- 
venture, Different sizes are available, 
but they generally cost the same. A 
pegleg’s cost mostly depends on the 
materials used in its construction and 
the magical dweomers placed on the 
item. Usually, only characters too poor 
or weak to bargain for a clerical regener- 
ation spell resort to these items. 


| inside various mollusks when irritating 

objects get trapped within their shells. 

If the anima! cannot eject the object, it 

| covers the object with a smooth, shell- 
like coating instead. Pearls are fairly 

hard, but delicate. They are valued for 

their color and silvery luster. 


Pearl, Dragon 10,000 20,000 DRAG126-51 Pegleg, Walking 900 4,500 1072a-84 


Pearl, Ebbing Tide 400 = 2,000 2018-135 
Pearl, Entrancement 2,000 10,000 DLR1-82 Peilet 
Pearl, Giant Black Relic 250,000 2013-037 = 
Pearl, Power, Ist 200 2,000 2011-151 This nasty weapon was devised by 
Pearl, Power, 2nd 400 4,000 2011-151 drow for use against other drow. Pellets 
Pearl, Power, 3rd 600 6,000 2011-151 have cores of glass, rock crystal, or 
Pearl, Power, 4th 800 8,000 2011-151 other hard material. They are prepared 
Pearl, Power, 5th 1,000 10,000 2011-151 by casting a continual light spell on a 
Pearl, Power, 6th 1,200 12,000 2011-151 core. The core is dipped in fat or grease, 
Pearl, Power, 7th 1,400 14,000 2011-151 then rolled in clay, which is baked hard. 
Pearl, Power, 8th 1,800 18,000 2011-151 | When the pellet is thrown, the fragile 
Pearl, Power, 9th 1,600 16,000 2011-151 | clay breaks off, revealing the light. 
Pearl, Power, Cursed Ist - 200 2011-151 
Pearl, Power, Cursed 2nd - 400 2011-151 io 
Pearl, Power, Cursed 3rd = 600 2011-151 
fopel Bower Gosek eek — 800 2011-151 Pellet, Light 20 «50 FOR2-79 
Pearl, Power, Cursed 5th — 1,000 2011-151 
Pearl, Power, Cursed 6th — 1,200 2011-151 Pen 
Pearl, Power, Cursed 7th _ 1,400 2011-151 ———— a5 ey 
Pearl, Power, Cursed 8th - 1,800 2011-151 A penisa writing and drawing imple- 
Pearl, Power, Cursed 9th — 1,600 2011-151 | ment that uses ink or thin paint to 
Pearl, Power, Cursed, Special — 1,800 2011-151 compose letters, drawings, books, 
Pearl, Power, Two Ist-6th * * 2011-151 | | scrolls, etc. Unlike quills, which must 
Pearl, Protection, Fire 1,000 5,000 2018-135 be frequently dipped in a small vat of 
Pearl, Rising Tide 5,000 50,000 2018-135 ink, pens contain a small reservoir that 
Pearl, Sirines, of the 900 4,500 2100-176 holds the ink. 
Pearl, Wisdom 500 =5,000 2100-176 
Pearl, Wisdom, Cursed - 500 2011-151 
* Add the appropriate values for each spell that can be recalled. Pe 2 | 
Pedestal Pen, Excellence 1,200 12,000 PHBR4-125 
edesta Pen, Speedy Writing 400 4,000 DRAGO073-37 
<= . -A pedestal Is wsapporior base fore Pen, Truth 1,000 10,000 DRAGO073-39 
column, statue, vase, or the like, In 
architecture, a pedestal lends strength Pendant 


and stability to the structure on top of 
| it. In art, a pedestal raises an item into 
| the air where it is easy to view from 
almost any angle and protected from 
errant feet 


A pendant is an ornamental piece of 
| jewelry, often a precious stone in a 
metal setting, that is hung from a neck- 
lace chain of fine metal. Pendants can 
also be pinned to an article of clothing 
or dangled from an earring. 


—— 


Pedestal, Blyphian 2,000 10,000 DLE3-062 


Pendant, Equus 1,500 7,500 DUNG022-34 
Pendant, Rahasia 3,000 15,000 B07-030 
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Pennant 


Name EP Cost Book/Page 


Pennant 


A pennant is a long, tapered flag or 
standard that commemorates some | 
achievement or serves as the colors and 
coat of arms of the nobleman or sover- | 
eign. Unlike flags and banners, pen- | 
nants are not commissioned by the | 
leadership of a country. They are strict- 
ly used to identify a small group of 
warriors in a larger army. An army may 
have dozens of pennants, but flies only 
one true flag, usually the royal colors 
and coat of arms of the principality or 
ruler, 


2,000 DRAGO72-51 


10,000 


Pennant, Bravery 


Penny 


A penny is a small coin, and is often 
the smallest denomination of coinage 
used in a country. Occasionally a coun- 
try will mint half pennies or the citizens 
actually will cut pennies in half when — 
something smaller is desired. A coun- 
try’s penny is generally minted in the 
least precious metal available, often 


copper. 
L = 
Penny, Luck 1,000 5,000 AC04-054 
Penny, Returning 2,000 10,000 DRAGO030-37 
Pepper 


Pepper is a hot spice that comes from 
a variety of tropical plants and shrubs. 
Pepper, depending upon the plant that it 
originates from, can be black, white, 
gray, green, yellow, or red. Color has 
nothing to do with how hot the pepper 
is. The “heat” comes from chemicals in 
the natural oils produced by the plant. 


Pepper, Fire 1,000 ~=—5,000 1066a-90 
Pepper, Sneezing 50 500 POLY023-12 
Periapt 

A periapt is a kind of amulet, often | \\ 
studded with a large gemstone or jewel. | \ 
Periapts are generally hung about the \ 
neck, but can be pinned to an outer | 
garment. For more information and 
magical options, see the Amulet (page 
19) and Charm (page 42) entries. 
Periapt, Foul Rotting - 1,000 2100-176 


Phylactery 


Name EP Cost Book/Page 
Periapt, Health 1,000 10,000 2100-176 
Periapt, Peaceful of Pax Relic P M5-44 
Periapt, Proof Against Poison +1 1,500 12,500 2100-176 
Periapt, Proof Against Poison +2 2,000 15,000 2100-176 
Periapt, Proof Against Poison +3 2,500 20,000 2100-176 
Periapt, Proof Against Poison +4 3,000 25,000 2100-176 
Periapt, Prophecy Protection 1,500 10,000 DRAG132-23 
Periapt, Protection, Vampiric 

Ixitxachitl 1,500 15,000 DRAGO048-85 
Periapt, Wound Closure 1,000 10,000 2100-176 

Philter 


Philters are derivatives of natural 
materials such as tree bark, berry juice, 
honey, dew, etc. The raw materials are 
combined with other natural fluids and 
enchanted to produce a magical effect. 
Like potions (see page 109) and elixirs 
(see page 55) all of a philter usually 
must be consumed to release its magic. 


Philter, Beauty 250 1,500 2017-091 
Philter, Drunkenness - 150 DRAG179-69 
Philter, Durimal’s Merry Blend 800 2,400 DRAG178-18 
Philter, Durimal’s Potent Draught 800 2,400 DRAGI178-18 
Philter, Durimal’s Sovereign Tonic 800 2,400 DRAGI178-18 
Philter, Glibness 500 =. 2,500 2100-144 
Philter, Love 200 300 2100-144 
Philter, Persuasiveness 400 850 2100-144 
Philter, Stammering and Stuttering = 1,500 2100-144 
Phylactery 


Phylacteries are priestly items that 
come it two forms. The first is a small 
arm wrapping inscribed with holy writ- 
ings and verses from the priest's deity. 
The second is a container of any type 
and shape that holds a holy relic. Gener- 
ally, the relic held has no real monetary 
value (except to the priest and his creed) 
and is small enough so that it and its 
container can be held and hid easily in 
the palm of the hand. These containers 
often are strapped to the arm or fore- 
head. 


Phylactery, Bravery 1,800 9,000 DRAG179-73 
Phylactery of Faithfulness 1,000 7,500 2100-176 
Phylactery of Long Years 3,000 25,000 2100-176 
Phylactery of Monstrous 

Attention = 2,000 2100-176 
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Name EP 


Cost Book/Page 


Pick 


The pick of earth parting allows its 
wielder to cut through elemental earth 
quickly. The wielder must have 
Strength of 17 or greater to use it. The 
pick creates a smooth, clean surface 
regardless of the user’s the mining 
skills. All rubble from the excavation 
magically disappears, leaving a clear 
passage. See the Military Pick entry 
(page 94) for more magical options. 


Pick, Earth Parting 5,000 25,000 2121-142 


Pickaxe 
This miner’s tool is used for breaking 

up rock and hard-packed earth. It is 
essential to any mining operation. A 
pickaxe can be used in combat, but is 
not a weapon. In addition to normal 
nonproficiency penalties, a pickaxe 
confers and additional —2 penalty on all 
attack rolls, but if the blow lands, it 
causes 1d6 points of damage. 


2,000 


Pie 


Pickaxe, Piercing 20,000 


A pie is a baked dish with a pastry or 
dough shell. Pies have moist centers 
containing meats, fruits, vegetables, 
nuts ,or a combination of ingredients. 
Magical pies are one-use items that can 
be stored for months before spoiling . 
Once spoiled, the enchantment con- 
tained within is dispelled. 


Pie, Four & Twenty Blackbirds 250 800 POLY023-23 

Pie, Raspberries 500 700 POLY023-23 

Pie, Rhubarb 1,000 5,000 POLY023-23 
Pigment 


Pigments are powders which have | 
been mixed with water, oil, or other | 
liquid to produce a colored paste or | 
paint. Most pigments are made from a 
single substance, but some are blended 


vent 


i 


to produce a particular hue. 


3,000 30,000 DUNGO010-63 
500 = 3,000 2100-175 


Pigment, Longevity 
Pigment, Nolzur's Marvelous 


Name EP 


Pill 
Pills are small water-soluble tablets 

that serve a number of purposes. First, 
pills can be swallowed to relieve the 
symptoms of a number of ailments. Pills 
can also be dissolved in fluids to produce 
a desired effect. See the Tablet entry, 
page 140 for more magical options. 


100 
100 
2,000 
100 


Pillow 


A pillow is a soft case or bag filled 
with a yielding material such as goose 
down. The bag is sewn so the material 
cannot leak out. Pillows are used to 
make sitting, sleeping, or lying down 
more comfortable. Magical pillows are 
extremely rare and are often valued by 
those suffering from insomnia or other 
sleep disorders. 


Pill, Desalination 
Pill, Dispel Hangover 
Pill, Plentiful Water 
Pill, Tanglefoot 


Pillow, Regeneration 5,000 
Pillow, Restlessness - 


Pin 

Pins are simple bits of decorative 
jewelry that are attached to clothing. 
They can be added merely for adorn- 
ment, or they can be functional, holding 
acloak or other garment closed. Most 
pins have a clasp or cap that keeps the 
pin’s sharp point from piercing the 
user’s skin or slipping out of the materi- 
al it has been stuck through. 


Pin, Communication 
Pin, Iron, Icy Sea 


1,000 
500 


Pipe 
Magical smoking pipes are often found 

with canisters of tobacco. The pipe is 
used by filling the bowl with combusti- 
ble material, lighting it, and inhaling 
the resulting smoke. Musical pipes, 
however, are metal, bone, wood, or reed 
tubes of different lengths bound togeth- 
er side by side with leather or reed 
thongs. Sound is made by blowing 
across the aligned upper ends. 


Pipe 


Cost Book/Page 


500 LC4-41 
700 DRAGO73-40 
20,000 DRAGO73-37 
350 DRAG002-29 


POLY 043-21 
new item 


40,000 
500 


POLY058-31 
2023-081 


10,000 
4,500 
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Pipe weed 


Name 


Pipe, Aromatic 
Pipe, Brewers, of the 
Pipe, Bubble 

Pipe, Copper 

Pipe, Doom 

Pipe, Dorfin’s Organ 
Pipe, Gas 

Pipe, Halfling 
Pipe, Haunting 
Pipe, Hot Air 

Pipe, Lasting 

Pipe, Madness 
Pipe, Pain 

Pipe, Pan 

Pipe, Panic 

Pipe, Puckering 
Pipe, Reeking 
Pipe, Self-Lighting 
Pipe, Sewers, of the 
Pipe, Smoke Rings 
Pipe, Smoking 


Pipe, Snake Summoning 


Pipe, Snowmen, of the 
Pipe, Sounding 

Pipe, Speaking 

Pipe, Water 


Pipeweed, Illusion 
Pipeweed, Stoning 
Pipeweed, Tranquillity 


Pitcher, Blending 


Pitcher, Plentiful Pouring 


EP Cost Book/Page 
400 4,000 AC04-054 
300 = 3,000 += DRAG120-18 
100 1,000 AC04-054 
200 §=.2,000 AC04-055 
2,000 10,000 DUNG028-09 
600 6,000 AC11-090 
250 2,500 AC04-055 
300 =. 3,000 AC04-054 
400 4,000 2100-176 
100 =1,000 DRAGO073-39 
250 = =2,500 DRAGO030-36 
— 1,500 7014-46 

os 1,250 2100-176 
3,000 30,000 AC04-055 
3,000 30,000 PC1-60 
100 ~=—-:1,200 AC04-055 
1,000 12,000 DRAG054-77 
100 ~=—-:1,000 AC04-055 
2,000 8,500 2100-177 
200 2,000 DRAGO73-40 
300 = 3,000 AC04-055 
350 3,500 += POLY017-07 
200 2,000 POLY056-16 
1,000 10,000 2100-177 
320 = 3,200 AC04-055 
200 =. 2,000 AC04-055 


Pipeweed 


Pipeweed is similar to tobacco It is 
used in pipes (or rolled in papers to 
create cigars or cigarettes). Like tobacco 
pipeweed is ground from dried leaves. 
The prices listed below are for a single 
dose of pipeweed. Its expense is due to 
its rarity (as smoking is unknown in 
many cultures). 


200 2,000 +=DRAG002-.13 

300 3,000 + DRAGO02-13 

400 4,000 DRAG002-13 
Pitcher 


A pitcher is a container used to hold 
fluids. Pitchers normally have elaborate 
handles sturdy enough to carry the 
weight of the pitcher and anything 
placed in it. They also have lips that 
allow drip-free pouring. Pitchers usually 
are ceramic, but the can be made from 
metal, glass, or leaded crystal. 


300 3,000 
600 6,000 


DRAGO 73-38 
DRAG073-40 


Plant 


Name EP Cost 


< 


Pitchfork, Penetration 700 7,000 


Placard 


The magical placards described here 
bear the hallowed symbols of the monks 
of the old S’tung Monastery. Each is a 
cream-colored card two hands tall by 
| one and a half hands wide (about 18” by 
| 12").Each has a powerful magical sym- 
| bol painted in black and trimmed with 
| 


Book/Page 


Pitchfork 

The pitchfork is a handy farm imple- 
ment that can serve as a lethal weapon 
when no other is available (it inflicts 
almost the same damage as a trident). 
The tool has a long wooden handle that 
ends in a head equipped with several 
tines, there can be as few as three and 
as many as five prongs. It is mainly 
used to move (pitch) hay or straw. 


AC04-055 


“4 
Ee iy gold. Ink collected from giant river 
an is squids and blessed and purified by the 


monks is used to paint the signs. The 
cards are formed of flax and silk fibers, 
mixed with pulp from bamboo, tocara 
root (a local tuber), and dried flowers of the dogwood plant. (See the 
Deck and Card entries for more magical possibilities.) 


Placard, Edu’sascar 700 7,000 


Plank 


This magical item is popular among 
spelljamming pirates and privateers 
throughout Greyspace. When extended, 
the plank magically stretches beyond a 
vessel’s gravity plane and atmosphere 
envelope. Once a character walks onto 
the plank, one step actually moves the 
character the equivalent of four steps. 
Blindfolded who are forced to “‘walk the 
plank” soon find themselves set adrift 
in wildspace. 


Plank, The 700 =. 3,500 


Plant 


Throughout history, many plants have 
been known to have medicinal proper- 
ties. Medicinal plants can be found in 
nearly any climate or terrain, but an 
experienced eye is required to know the 
helpful plants from the mundane or 
even the poisonous ones. There are 
plants that have magical properties, but 
these are extremely rare. 


1032-063 


1072a-84 
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Plate 


Name 


Plant, Aaron’s Rod 
Plant, Adder’s Tongue 
Plant, Birthwort 
Plant, Comfrey 

Plant, Garlic 

Plant, Herb True-Love 
Plant, Juniper Berry 
Plant, Marsh-Mallow 
Plant, Sphagnum Moss 
Plant, St. John’s Wort 
Plant, Woundweed 


air) 


Plate, Book 

Plate, Counterfeiting 
Plate, Dinner 

Plate, Leomund’s 


Plumalitter 
Plumastone 
Plume, Maat Ivory 


Poker, Draw 
Poker, Fire Control 
Poker, Searing 
Poker, Summoning 


EP Cost Book/Page 
= lsp DRAGO82-15 
—  15¢p DRAGO82-15 
- Tep DRAGO82-15 
- 8cp DRAGO82-16 
- 5ep DRAGO082-16 
- 15cp DRAG082-17 
- lsp DRAG082-18 
— 25cp DRAGO82-18 
~ 30cp DRAGO82-19 
— 35cp DRAGO82-18 
— 10gp DRAG082-19 


Plate 


The term “plate” describes two kinds 
of objects that serve a number of func- 
tions. One type of plate is a shallow, 
circular dish made of earthenware, 
wood, or metal. These are used to hold 
food. A second type of plate is a flat, 
polished piece of metal which is en- 
graved and etched with symbols, draw- 
ings, and writing; this type is used 
during the printing process, 


750 7,500 AC04-056 

1,200 12,000 AC04-056 

600 6,000 AC04-056 

700 7,000 DRAGO28-31 
Pluma- 


Pluma is a benign type of Maztican 
magic that has its roots in the power of 
the Feathered Dragon, Qotal. It is most 
beneficial to those with peaceful intent. 
The primary symbol of pluma is the 
feather; the brighter the better. Ma- 
caws, parrots, and hummingbirds are 
trapped for their plumage which is 
necessary for working this magic. 


3250 17,500 1066a-82 

1,600 8,000 1066a-82 

Relic 125,000 1021-59 
Poker 


A poker is a metallic tool used tend 
fires. It is a simple rod with a prong or 
hook near one end. The hook can be 
used to move burning logs within a 
fireplace or campfire. Most pokers are 
two to four feet long and made of black 
wrought iron. 


600 6,000 AC04-056 
5,000 25,000 AC04-056 
700 7,000 AC04-056 
600 3,000 AC04-056 


Portrait 


Name EP Cost Book/Page 


Pole 


Poles are 10-foot-long wooden rods 
about two inches thick. Magical poles 
are immune most attacks, but suscepti- 
ble to magical fire or fiery dragon 
breath. Generally, they cannot be 
chopped apart or broken by brute 
strength. Particularly cautious adven- 
turers use common poles to test floors or 
prod piles of rags or trash to see if any- 
thing jumps out of them before they 
approach themselves. 


Pole, Angling 400 


2,000 AC04-056 

Pole, Exaggeration 1,500 6,000 AC04-057 

Pole, Levitation 2,000 15,000 AC04-057 

Pole, Monster Fishing 1,500 6,000 AC04-057 

Pole, Rescue 1,000 5,000 AC04-057 

Pole, Treasure Fishing 6,000 20,000 AC04-057 
Polearm 


blades or heads mounted on wooden 

shafts four to six feet long. Because of 

their size, all polearms are two-handed 
| weapons. Depending on the type of 
head, a polearm can be used to thrust, 
chop, or hook opponents. Several differ- 
ent types of polearms are described in 
the equipment section of the Players 
Handbook. 


a Polearms are melee weapons with 


Polearm, Tol-kendar = 15 2016-31 


Portmanteau 


Tenser’s portmanteau of frugality is 
large, black leather traveling case 
containing a bewildering number of 
small instruments tweezers, measuring 
beakers, small ceramic jars, and the 
like. It can be used to extract the great- 
est possible benefit from certain one-use 
magical items by partially diluting or 
admixing them. 


— 


Portmanteau, Frugality, Tenser’s 


Portrait 


A portrait is a painting that captures 
or represents the likeness of an individ- 
ual (see the Painting entry for more 
magical possibilities). A portrait can as 
small as a fingernail for a cameo, locket, 
or other jewelry, or large enough to fill a 
whole wall or ceiling. 


6,000 30,000 2121-145 


5,000 50,000 DUNGO10-63 


Portrait, Longevity 


LE 
108 % Magical Products Listings 


Pot 
Name EP 
Pot 
Pots are round, deep containers. 
Household pots are metallic and are 
used to boil water or roast foods. Horti- 
cultural pots usually are made from 
kiln-fired clay and have small drainage 
holes at the bottom. They are used to 
hold soil for flowers, small trees, or 
other beneficial plants. 
Pot, Plant Protection 1,000 
Potion 
Potions are magical draughts typi- 
cally found in ceramic, crystal, glass, or 
metal flasks or vials. Each container 
generally contains enough fluid to 
provide one person with a single dose. 
See the Balm, Elixir, Ichor, Ointment, 
Philter, and Salve entries for more 
magical possibilities. 
Potion, Absorption 700 
Potion, Advanced Meditation 300 
Potion, Agility 500 
Potion, Aging 250 
Potion, All-Purpose Healing 200 
Potion, Allergy Suppressant 100 
Potion, Alternate Profession 250 
Potion, Ambrosia 200 
Potion, Anti-Magic 800 
Potion, Anti-Sleep 350 
Potion, Antidote 200 
Potion, Arcane Comprehension 400 
Potion, Archmagedom 450 
Potion, Babblejuice 100 
Potion, Blending 300 
Potion, Blindness a 
Potion, Bloodstop 100 
Potion, Bouncing 250 
Potion, Brainflight 300 
Potion, Breath Cleanser 100 
Potion, Bubbles 50 
Potion, Bug Repellent 100 
Potion, Burnsalve I 200 
Potion, Burnsalve II 250 
Potion, Burnsalve III 300 
Potion, Cause Light Wounds 200 
Potion, Cause Serious Wounds 400 
Potion, Chameleon Power 350 
Potion, Childishness - 
Potion, Clairaudience 250 
Potion, Clairvoyance 300 
Potion, Clarity 550 
Potion, Clay 950 
Potion, Clean And Dry 100 
Potion, Clearwater 200 
Potion, Climbing 300 


5,000 


DRAG073-37 


1,200 
700 
900 


POLY065-12 
POLY065-12 
1013-49 
POLY065-12 
POLY065-12 
DRAG163-24 
POLY065-12 
1021-63 
POLY065-12 
POLY067-10 
1013-49 
DUNG035-65 
POLY 065-12 
DRAG163-21 
1013-49 
POLY 065-12 
DRAG163-24 
POLY 065-12 
DRAG163-21 
DRAG163-24 
POLY 065-12 
1013-49 
DRAG163-21 
DRAG163-21 
DRAG163-21 
DRAGO76-17 
DRAG076-17 
POLY 065-12 
POLY065-12 
2100-141 
2100-141 
POLY065-12 
POLY065-12 
POLY065-12 
2003-24 
2100-141 


Name 


Potion, Cold Resistance 
Potion, Confusion 
Potion, Contact Disruption 
Potion, Control, Animal, All 
Potion, Control, Animal, Avian 
Potion, Control, Animal, Fish 
Potion, Control, Animal, 
Mammal/Marsupial 
Potion, Control, Animal, 
Mammal/Marsupial/Avian 
Potion, Control, Animal, 
Reptile/Amphibian 
Potion, Control, Animal, Reptile/ 
Amphibian/Fish 
Potion, Control, Animal, Superior 
Potion, Control, Damage 
Potion, Control, Dragon, Black 
Potion, Control, Dragon, Brass 
Potion, Control, Dragon, Bronze 
Potion, Control, Dragon, Chiang 
Lung 
Potion, Control, Dragon, Cloud 
Potion, Control, Dragon, Copper 
Potion, Control, Dragon, Evil 
Potion, Control, Dragon, Gold 
Potion, Control, Dragon, Good 
Potion, Control, Dragon, Green 
Potion, Control, Dragon, Li Lung 
Potion, Control, Dragon, Lung Wang 
Potion, Control, Dragon, Mist 
Potion, Control, Dragon, Pan Lung 
Potion, Control, Dragon, Red 
Potion, Control, Dragon, Shen Lung 
Potion, Control, Dragon, Silver 
Potion, Control, Dragon, T’ien Lung 
Potion, Control, Dragon, White 
Potion, Control, Dragon, Yu Lung 
Potion, Control, Dwarves 
Potion, Control, Elemental, Air 
Potion, Control, Elemental, Earth 
Potion, Control, Elemental, Fire 
Potion, Control, Elemental, Water 
Potion, Control, Elves/Half-Elves 
Potion, Control, Elves/Half-Elves/ 
Humans 
Potion, Control, Giant, Cloud 
Potion, Control, Giant, Fire 
Potion, Control, Giant, Frost 
Potion, Control, Giant, Hill 
Potion, Control, Giant, Stone 
Potion, Control, Giant, Storm 
Potion, Control, Gnomes 
Potion, Control, Half-Ores 
Potion, Control, Halflings 
Potion, Control, Housecat 
Potion, Control, Human 
Potion, Control, Humanoids 
Potion, Control, Plant 
Potion, Control, Undead, Ghast 
Potion, Control, Undead, Ghost 
Potion, Control, Undead, Ghoul 
Potion, Control, Undead, Shadow 
Potion, Control, Undead, Skeleton 
Potion, Control, Undead, Spectre 
Potion, Control, Undead, Vampire 
Potion, Control, Undead, Wight 


Cost 


500 
250 
800 
400 
400 
400 


400 
400 
400 


400 
600 
4,000 
7,000 
7,000 
7,000 


7,000 
7,000 
7,000 
7,000 
7,000 
7,000 
7,000 
7,000 
7,000 
7,000 
7,000 
7,000 
7,000 
7,000 
7,000 
7,000 
7,000 

900 
3,000 
3,000 
3,000 
3,000 

900 


900 
6,000 


Mis: 
Potion 


Book/Page 


POLY065-12 
POLY065-12 
POLY065-12 
2100-141 
2100-141 
2100-141 


2100-141 
2100-141 
2100-141 


2100-141 
POLYINT-27 
WG5-25 
2100-142 
2100-142 
2100-142 


2018-130 
2018-130 
2100-142 
2100-142 
2100-142 
2100-142 
2100-142 
2018-130 
2018-130 
2018-130 
2018-130 
2100-142 
2018-130 
2100-142 
2018-130 
2100-142 
2018-130 
2100-143 
2121-125 
2121-125 
2121-125 
2121-125 
2100-143 


2100-143 
2100-142 
2100-142 
2100-142 
2100-142 
2100-142 
2100-142 
2100-143 
2100-143 
2100-143 
DRAG030-36 
DRAG130-40 
2100-143 
2100-144 
2100-144 
2100-144 
2100-144 
2100-144 
2100-144 
2100-144 
2100-144 
2100-144 
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Potion 


Name 


Potion, Control, Undead, Wraith 
Potion, Control, Undead, Zombie 
Potion, Corrosive Touch 
Potion, Craftsmanship 
Potion, Creation 

Potion, Danger Detection 
Potion, Deafness 

Potion, Defense +1 
Potion, Defense +2 
Potion, Defense +3 
Potion, Defense +4 
Potion, Defense +5 
Potion, Deftness, Dex 17 
Potion, Deftness, Dex 18 
Potion, Deftness, Dex 19 
Potion, Deftness, Dex 20 
Potion, Deftness, Dex 21 
Potion, Delusion 

Potion, Digestion 

Potion, Digging 

Potion, Diminution 
Potion, Direction 


200 
400 
300 
350 


Potion, Disenchantment, Permanent 2,000 


Potion, Dragon Armor 
Potion, Dragon Breath 
Potion, Dragon Sight 

Potion, Dreaming 

Potion, Dreamspeak 

Potion, Drunkenness 

Potion, Dwarfswater 

Potion, Elasticity 

Potion, Elemental Form, Air 
Potion, Elemental Form, Earth 
Potion, Elemental Form, Fire 
Potion, Elemental Form, Water 
Potion, Enchantment 
Potion, Energy 

Potion, Enlightenment 
Potion, ESP 

Potion, Essence of Darkness 
Potion, Essence Transference 
Potion, Eternal Slumber 
Potion, Ethereality 

Potion, Explosions 

Potion, Fire Breath 

Potion, Fire Resistance 
Potion, Fire Vulnerability 
Potion, Firegel 

Potion, Fish Summoner 
Potion, Flameoil 

Potion, Fluidness 

Potion, Flying 

Potion, Forewarning 

Potion, Forgetfulness 
Potion, Forgetfulness 
Potion, Fortitude 

Potion, Foul Water 

Potion, Freedom 

Potion, Fresh Air 

Potion, Fright 

Potion, Fur Growth 

Potion, Gaseous Form 
Potion, Genius 

Potion, Ghast Infusion 
Potion, Ghostliness 

Potion, Glow Water 


400 
500 
200 
300 


Book/Page 


2100-144 
2100-144 
POLY065-12 
POLY065-12 
POLY065-13 
POLY065-13 
POLY065-13 
1013-49 
1013-49 
1013-49 
1013-49 
1013-49 
POLY 065-13 
POLY065-13 
POLY065-13 
POLY065-13 
POLY065-13 
2100-141 
POLY065-14 
POLY065-14 
2100-141 
DRAG091-53 
POLY065-14 
POLY065-14 
POLY065-14 
DLA1-057 
DRAG179-68 
1013-49 
POLY065-14 
POLY065-14 
PHBR4-124 
1013-49 
1013-49 
1013-49 
1013-49 
POLY065-14 
DRAGO099-49 
LNR1-95 
2100-142 
PHBR2-104 
POLY065-14 
POLY065-14 
1013-49 
DRAGO091-53 
2100-142 
2100-142 
POLY065-14 
DRAG163-21 
DRAG163-24 
DRAG163-24 
POLY065-14 
2100-142 
POLY 065-14 
POLY065-14 
DRAG028-31 
1013-49 
POLY065-14 
1013-49 
POLY065-14 
POLY065-14 
POLY065-14 
2100-142 
POLY065-14 
DRAGO76-17 
POLY065-14 
DRAG163-24 


Name 


Potion, Gluttony 

Potion, Golden Silence 

Potion, Good Humor 

Potion, Gray Slumber 

Potion, Greensprouting 

Potion, Growth 

Potion, Hair Restorer 

Potion, Hangover Remedy 

Potion, Healing 

Potion, Healing Poultice I 

Potion, Healing Poultice I 

Potion, Healing Poultice [II 

Potion, Healing, Super 

Potion, Herbal Draught 

Potion, Heroic Action 

Potion, Heroism 

Potion, Homunculus Creation 

Potion, Horn of Plenty 

Potion, Immiscibility Protection 

Potion, Immunity, Aging 

Potion, Immunity, Cursed 
(Instant Death) 

Potion, Immunity, Death Magic 

Potion, Immunity, Disease 

Potion, Immunity, Lycanthropes 


Potion, Immunity, Normal Weapons 


Potion, Immunity, Poison 
Potion, Infravision 

Potion, Inner Strength 

Potion, Insulation 

Potion, Invisibility 

Potion, Invulnerability 

Potion, Iron Handedness 
Potion, Ishtar’s Truth 

Potion, Ivy Ointment 

Potion, Kanzaz 

Potion, Kindness 

Potion, Language Learning 
Potion, Lethargy 

Potion, Levitation 

Potion, Lichdom 

Potion, Life Stealing 

Potion, Life Suspension 
Potion, Lightning Form 
Potion, Longevity 

Potion, Love 

Potion, Luck 

Potion, Luck 

Potion, Luminescence 

Potion, Lycanthropy, Seawolf 
Potion, Lycanthropy, Werebadger 
Potion, Lycanthropy, Werebear 
Potion, Lycanthropy, Wereboar 
Potion, Lycanthropy, Werefox 
Potion, Lycanthropy, Wererat 
Potion, Lycanthropy, Werewolf 
Potion, Lycanthropy, Weretiger 
Potion, Mage Wine 

Potion, Magic Blocking 
Potion, Magic Enhancement 
Potion, Magic Peas 

Potion, Magic Resistance 
Potion, Magic Resistance 
Potion, Magic Shielding 
Potion, Magnetism 

Potion, Magnification 


Potion 


Book/Page 


POLY065-15 
POLY065-15 
POLY065-15 
POLY 065-15 
POLY 065-15 
2100-143 
DRAG163-21 
DRAG163-21 
2100-143 
DRAG163-21 
DRAG163-21 
DRAG163-21 
CM2-027 
CB2-029 
POLY065-15 
2100-143 
1031-77 
POLY065-15 
POLY 065-15 
POLY065-15 


POLY065-15 
POLY 065-15 
POLY065-15 
DRAG002-29 
POLY065-15 
POLY065-15 
POLY065-15 
POLY065-15 
POLY065-15 
2100-143 
2100-143 
POLY 065-15 
2021-091 
DRAG163-24 
POLY 065-15 
POLY065-15 
POLY 065-15 
POLY065-15 
2100-143 
DRAGO76-17 
POLY065-15 
POLY065-15 
POLY065-15 
2100-143 
DRAG163-21 
POLY065-15 
1013-50 
POLY 065-16 
POLY065-16 
POLY065-16 
POLY065-16 
POLY 065-16 
POLY065-16 
POLY065-16 
POLY065-16 
POLY 065-16 
POLY 065-16 
POLY065-16 
POLY065-16 
POLY065-16 
POLY065-16 
FOR2-70 
POLY065-16 
POLY065-16 
POLY065-16 
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Potion 


Name 


Potion, Maidenweed 

Potion, Master Thievery 
Potion, Merging 

Potion, Mermaid’s Breath 
Potion, Metal Immunity 
Potion, Midas Touch 

Potion, Mind Damp 

Potion, Mind Focusing 

Potion, Mirage 

Potion, Mirror Eyes 

Potion, Mist of Rapture 

Potion, Monster Creation 
Potion, Nerve Tonic 

Potion, Noxious Resistance 
Potion, Nullscent 

Potion, Numbing Salve 

Potion, Nutrition 

Potion, Open Mind 

Potion, Opposite Alignment 
Potion, Pain Suppression 
Potion, Perception 

Potion, Pestilence 

Potion, Petrification 

Potion, Phase 

Potion, Photosynthesis 

Potion, Physical Enhancement 
Potion, Plant Grower 

Potion, Poison 

Potion, Poison Antidote, Common 
Potion, Polymorph Self 

Potion, Power 

Potion, Protection, Missile 
Potion, Pseudo Treant 

Potion, Psionic Ability 

Potion, Psionic Boosting, Gray 
Potion, Psionic Boosting, Green 
Potion, Psionic Boosting, Red 
Potion, Psionic Boosting, Silver 
Potion, Psionic Boosting, Violet 
Potion, Psionic Boosting, White 
Potion, Psionic Boosting, Yellow 
Potion, Purgative 

Potion, Rage 

Potion, Rainbow Bridge 
Potion, Rainbow Hues 

Potion, Recall 

Potion, Reflection 

Potion, Regeneration 

Potion, Rejuvenation 

Potion, Resistance, Fire 
Potion, Resistance, Frost 
Potion, Rest 

Potion, Restoration 

Potion, Restoration, Mind 
Potion, Resuscitation 

Potion, Reverse Ventriloquism 
Potion, Revivification 

Potion, Safe Consumption 
Potion, Sanity 

Potion, Scent Neutralization 


Potion, Scrying 

Potion, Sensory Enhancement 
Potion, Shadow 

Potion, Sharp Eyes 

Potion, Sight 


Book/Page 


DRAG163-21 
PHBR2-105 
1013-50 
DRAG163-21 
POLY065-16 
POLY065-17 
DRAG002-29 
POLY065-17 
POLY065-17 
POLY065-17 
FRO4-47 
POLY065-17 
DRAG163-24 
POLY065-17 
DRAG163-21 
DRAG163-24 
DRAGO91-54 
POLY065-17 
POLY065-17 
DRAG099-49 
PHBR2-105 
POLY065-17 
POLY065-17 
DUNG020-24 
POLY065-17 
POLY 065-17 
DRAG163-21 
2100-144 
DRAG163-24 
2100-144 
POLY 065-17 
DRAG091-54 
POLY065-17 
POLY065-17 
DRAGO91-54 
DRAG091-54 
DRAG091-55 
DRAG091-54 
DRAG091-54 
DRAGO91-54 
DRAG091-54 
DRAG163-24 
POLY065-17 
POLY065-17 
2100-144 
POLY065-18 
POLY065-18 
DRAG132-23 
POLY 065-18 
DRAG130-40 
DRAG091-53 
POLY065-18 
DUNG004-15 
DRAG091-53 
POLY065-18 
POLY065-18 
POLY065-18 
POLY065-18 
POLY065-18 


POLY065-18 
POLY065-18 
POLY065-18 
POLY065-18 
POLY065-18 

1013-50 


Name EP 
Potion, Singing 200 
Potion, Sleep Bestowing 500 
Potion, Sleep Breathing 250 
Potion, Sleeping Draught 200 
Potion, Sleepy Breath 250 
Potion, Smelling Salt 100 
Potion, Snake Crawling 250 
Potion, Sobriety 200 
Potion, Speech 200 
Potion, Speed 200 
Potion, Spelljamming 600 
Potion, Stamina Draught 500 
Potion, Stone Form 500 
Potion, Strength, Cloud Giant 700 
Potion, Strength, Fire Giant 650 
Potion, Strength, Frost Giant 600 
Potion, Strength, Hill Giant 500 
Potion, Strength, Stone Giant 550 
Potion, Strength, Storm Giant 750 
Potion, Sunlight Resistance 400 
Potion, Superior Healing 800 
Potion, Superheroism 450 
Potion, Sustenance 250 
Potion, Sweet Water 200 
Potion, Swimming 500 
Potion, Teleportation 500 
Potion, Thievery 350 
Potion, Thinness 250 
Potion, Toad Skin 500 
Potion, Tongues 250 
Potion, Toughening 300 
Potion, Tragic Heroism 250 
Potion, Treasure Finding 600 
Potion, Truth 400 
Potion, Ugliness 
Potion, Undead 700 
Potion, Undead 500 
Potion, Underground Awareness 500 
Potion, Useful Appendages 250 
Potion, Vampire 1,000 
Potion, Vampirism 500 
Potion, Venom 450 
Potion, Ventriloquism 200 
Potion, Visions 50 
Potion, Vitality 300 
Potion, Vulnerability 50 
Potion, Water Breathing 400 
Potion, Water of Obscurement 250 
Potion, Weakness 50 
Potion, Whiskerbane 300 
Potion, Wizardry 350 
Potion, Worm Calling a 
Potion, Zorbo Fingers 500 


Cost 


500 
1,000 
2,500 
600 
500 
150 
500 
400 
400 
450 
2,500 
900 
1,100 
1,300 
1,200 
1,100 
900 
1,000 
1,400 
1,500 
2,500 
750 


Potion 


Book/Page 


POLY065-18 
POLY065-18 
PHBR2-105 
DRAG163-24 
POLY065-18 
DRAG163-24 
POLY 065-18 
POLY065-18 
1013-50 
2100-144 
POLY065-19 
DRAG163-24 
POLY065-19 
2100-142 
2100-142 
2100-142 
2100-142 
2100-142 
2100-142 
POLY065-19 
POLY065-19 
2100-144 
POLY065-19 
2100-144 
X07-32 
POLY065-19 
PHBR2-105 
POLY065-19 
POLY065-19 
POLY065-19 
DRAG091-54 
POLY065-19 
2100-144 
POLY065-19 
POLY065-19 
POLY065-19 
DRAG076-17 
POLY65-19 
POLY065-19 
DRAGO76-17 
POLY065-19 
POLY065-19 
2100-144 
POLY065-19 
2100-144 
POLY065-20 
2100-144 
POLY065-20 
POLY065-20 
DRAG163-24 
POLY 065-20 
POLY065-20 
POLY065-20 
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Pouch Powder 
Name EP Cost Book/Page Name EP Cost Book/Page 
Pouch Powder, Repellent, Undead 300 500 DRAG130-39 

Powder, Scroll Ink 200 300 DRAG130-39 

A pouch is a small cloth, leather, or Powder, Sleep 200 600 DRAG130-39 

burlap sack of common make used to Powder, Smoke 750 2100-179 

hold small, lightweight items. Most Powder, Tranquilizer 200 400 DRAG130-39 

pouches can be closed with drawstrings Powder, Truth 400 900 DRAG130-39 


or buttoned flaps. A magical pouch 
appears identical to an ordinary one, 
but a detect magic spell will reveal the 


difference. 
Pouch, Accessibility 1,500 12,500 2100-177 
Pouch, Devouring _ 1,500 ACO 4-057 
Pouch, Disappearance - 1,250 POLY 047-27 
Pouch, Eyes 2,250 25,000 AC04-057 
Pouch, Food 700 ~—-3,500 DLA1-057 
Pouch, Holding 800 4,000 T1:4-126 Sm a) 
Pouch, Kangaroo 600 3,000 AC04-057 AOR \\ 
Pouch, Plenty 5,000 50,000 AC04-057 \ te 
Pouch, Protection 2,500 25,000 DRAG073-40 Wis 
Pouch, Security 2,000 20,000 1013-54 
Pouch, Traveling 2,000 20,000 AC04-057 
Pouch, Wonders, Zadron's 5,000 50,000 DRAG062-62 


Powder 


Powder is a chalky substance which 
can be any color. It can be used for a 
»s variety of purposes. A single container 
Ne of nonmagical chalk powder holds 
ee ‘ enough to thoroughly cover 400 square 
f : feet. Magical powders, on the other 


A hand, come in “doses.” See the item 
description for details. Some powders 
must be placed on the face, others must 
be sprinkled over food, drink, the user’s 
body, an object, or an area. 

Powder, Aphrodisiac 200 300 DRAG130-39 
Powder, Black Veil 1,000 5,000 2121-127 
Powder, Cigam Saffron 25 250 DUNG006-48 
Powder, Coagulation 500 2,500 2121-127 
Powder, Comeliness 500 900 LNA3-52 
Powder, Courage 450 750 DRAG130-39 
Powder, Cure Bleeding 500 2,500 DRAG130-39 
Powder, Cure Circulatory Disease 200 500 DRAG130-39 
Powder, Cure Nausea 100 200 DRAG130-39 
Powder, Cure Nervous Disorders 100 200 DRAG130-39 
Powder, Cure Paralysis 400 800 DRAG130-39 
Powder, Cure Respiratory Disease 200 500 DRAG130-39 
Powder, Delousing 100 200 DRAG163-24 
Powder, Edible Objects, Puchezma’s 1,000 5,000 2121-142 
Powder, Friendship 300 900 DRAG130-39 
Powder, Healing, Minor 150 300 DRAG130-39 
Powder, Hero’s Heart, of the 750 3,250 2121-127 
Powder, Itching 100 200 DRAG119-19 
Powder, Magic Detection 1,000 5,000 2121-127 
Powder, Night Vision 250 500 DRAG130-39 
Powder, Oak-in-Acorn 400 4,000 HWA1-63 
Powder, Obsession 500 5,000 FR10-81 
Powder, Purification 300 900 DRAGO002-29 
Powder, Repellent, Insect 100 200 DRAG130-39 
Powder, Repellent, Lycanthrope 400 700 DRAG130-39 
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Printing Press 


Name EP Cost 


Book/Page 


Printing Press 


A printing press is a large iron ma- 
chine with rollers and gears every- 
where. Over the front there is a large 
barrel containing ink. Small amounts of 
ink tends to leak from the barrel, cover- 
ing the press and the floor around it 
with black stains. Shredded paper also 
collects around the machine and lies 
underfoot. This advanced, sophisticated, 
and enchanted machine uses both magic 
and mechanical action to produce print- 
ed material in quantity. Printing plates 
can be made of wood or metal. Wooden plates are cheap and can be 
made by a skilled craftsman in a few hours at a total cost of only three 
gold pieces each. Metal plates are more expensive but last longer than 
wooden ones. Finer print and more detailed illustrations are possible 
using metal plates. 


Printing Press, Darak’s 


Thaumaturgical 5,400 54,000 AC11-028 


Prism 


A prism is a triangular piece of pure ] 
glass or crystal that refracts (bends) 
light into a prismatic rainbow of color. 
Most magical and alchemical laborato- 
ries and sage’s workshops are equipped 
with one or more prisms. 


POLY043-21 


Prism, Distraction 800 4,000 

Prism, Gladsheim 1,000 5,000 2121-147 

Prism, Greyhawk 2,000 9,000 202 3-083 

Prism, Light Splitting 1,500 =—_7,500 2121-142 
Prison 


Prisons are used to hold creatures in 
place against their will. Magical prisons 
are compact and ingenious devices and 
escape from them is difficult (if not 
impossible) without assistance. Some 
enchanted prisons also make rescues 
difficult by intereferring with scrying, 
tracking, and some forms of communica- 
tion. 


Prison, Genie, Dao — 10,000 DRAG179-72 
Prison, Genie, Djinni — 10,000 DRAG179-72 
Prison, Genie, Efreeti — 10,000 DRAG179-72 
Prison, Genie, Marid — 10,000 DRAG179-72 
Prison, Genie, Noble Dao — 30,000 DRAGI179-72 
Prison, Genie, Noble Djinni — 30,000 DRAG179-72 
Prison, Genie, Noble Efreeti — 30,000 DRAG179-72 
Prison, Genie, Noble Marid — 30,000 DRAG179-72 
Prison, Zagyg 2,750 25,000 2017-102 


D 
Purse 


Name EP Cost Book/Page 


Prosthesis 


Prostheses are artificial limbs de- 
signed to take the place of missing body 
parts. The pegleg (see page 104) is an 
example of the most primitive prosthet- 
ic limb. Magical prostheses can be 
enchanted to become manipulative like 
normal limbs. In fact many people do 
not even notice that the user is wearing 
an artificial limb. 


4,000 40,000 DRAGO73-39 


Prosthesis, Magical 


Pump 


Pumps are items that move water or 
other fluids from place to place. Magical 
pumps can perform a similar function, 
but they can also create their own water 
by channeling it from the Elemental 
Plane of Water. Some magical pumps 
can create so much pressure that they 
make formiddable weapons. | 

| 


1,500 
2,500 


Pump, Deep Drilling 300 
Pump, Water Summoning 500 


new item 
new item 


Purse 


A purse is a type of pouch or small 
bag, usually made of leather, which is 
used to carry coins or personal items. 
Many have long straps that allow their 
users to hang the purse over a shoulder 
or saddle. In most medieval cultures, 
both men and women use purses, For 
more magical options, see the Pouch 
(page 112) and Belt Bag (page 31) en- 
tries. 


Purse, Bucknard’s Everfull, TypeI 1,500 15,000 2100-163 
Purse, Bucknard’s Everfull, Type II 2,500 25,000 2100-163 
Purse, Bucknard’s Everfull, Type III 4,000 40,000 2100-163 
Purse, Silenced Coinage 500 5,000 DRAGO73-37 


EEE 
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Quarrel 


Name 


EP Cost Book/Page 


Quarrel 


Quarrels, or bolts (see page 32), are 
the ammunition fired by crossbows. A 
quarrel is shaped something like an 
arrow, but its shaft is much shorter and 
thicker. Quarrels used in warfare are 
tipped cone-or pyramid-shaped heads 
made from the toughest material availa- 
ble, usually iron or hardened steel. See 
the Arrow and Bolt entries for more 
information. 


Quarrel +1 25 175 1011-42 
Quarrel +2 50 350 new item 
Quarrel +3 75 525 new item 
Quarrel +4 100 700 new item 
Quarrel +5 125 875 new item 
Quarrel -1 = 25 new item 
Quarrel -2 _ 50 new item 
Quarrel, Biting 30 100 1060-117 
Quarterstaff 


\. 
Quarterstaff +1 
Quarterstaff +2 
Quarterstaff +3 
Quarterstaff +4 
Quarterstaff +5 

, Breathing 
Quarterstaff, Charming 
Quarterstaff, Deceiving 
Quarterstaff, Defending 
Quarterstaff, Deflecting 
Quarterstaff, Draining 
Quarterstaff, Extinguishing 
Quarterstaff, Finding 
Quarterstaff, Flaming 
Quarterstaff, Flying 
Quarterstaff, Healing 
Quarterstaff, Hiding 
Quarterstaff, Holding 
Quarterstaff, Lightning 
Quarterstaff, Silencing 
Quarterstaff, Slowing 


Quarterstaff, Speed 
Quarterstaff, Stunning +3 
Quarterstaff, Translating 
Quarterstaff, Watching 
Quarterstaff, Wishing 


The simplest and humblest of staff 
weapons, the quarterstaff is a length of 
hard wood from six to nine feet long. 
High quality quarterstaves are made of 
stout oak and are shod with metal at 
both ends. The quarterstaff must be 
wielded with both hands. The staff is 
also a fine practice weapon, especially 
in place of other two-handed weapons 
such as two-handed swords or polearms. 
Quarterstaves are are often carried by 
magic users. See the Staff entry (page 

133) for more information. 


250 =: 1,500 2017-106 
500 = 3,000 2017-106 
750 4,500 2017-106 
1,000 = 6,000 2017-106 
1,250 = 7,500 2017-106 
600 3,000 1013-58 
800 4,000 1013-58 
200 ~=1,000 1013-58 
800 4,000 1013-58 
800 4,000 1013-58 
1,000 5,000 1013-58 
800 4,000 1013-58 
2,000 10,000 1013-58 
1,200 6,000 1013-58 
1,000 5,000 1013-58 
3,000 15,000 1013-58 
1,200 6,000 1013-58 
1,000 5,000 1013-58 
4,000 30,000 101 3-58 
800 = 3,800 1013-58 
800 4,000 1013-58 
750 3,500 1013-58 
1,000 10,000 FR10-85 
1,000 1,500 1013-58 
1,000 = 2,000 1013-58 
1,200 12,000 1013-58 


Name 


Quill, Copying 
Quill, Erasing 
Quill, Forgery 
Quill, Grease 

Quill, Kuroth’s 
Quill, Law 

Quill, Long Writing 
Quill, Necromancy 
Quill, Porcupine 
Quill, Seribbling 
Quill, Scroll Creation 
Quill, Transcription 


Quiver, Arrow Storing 
Quiver, Ehlonna 
Quiver, Freif’s Magical 


Rack, Violin 


Rack 


EP Cost 


Quill 


A quill is a large feather that can be 
dipped in ink and used as a writing 
implement. Quills are common wher- 
ever there are sages, scribes, wizards or 
other people engaged in research, ac- 
counting, or scholarly work, 


Book/Page 


5,000 25,000 AC04-058 
3,000 15,000 AC04-058 
4,000 20,000 AC04-058 
1,000 _ 5,000 LC4-36 
Relic ~27,500 2011-159 
7,000 35,000 2121-143 
4,000 20,000 DRAGO30-36 
6,000 30,000 AC04.058 

100 500 AC04-058 

100 1,000 AC04-058 

250 600 DRAGO99-51 
4,000 20,000 AC04-058 

Quiver 


A quiver is a container used to hold 
arrows, quarrels, javelins or other simi- 
lar missiles, It is usually made of leath- 
er and equipped with a strap that allows 
it to hang over the user’s shoulder to 
make taking missiles from it easy and 
quick. A very plain quiver is generally 
included in the basic cost of a load of 
ammunition. 


1,000 4,000 DRAG133-10 

1,500 10,000 2100-177 

1,100 4,500 DRAG133-10 
Rack 


Racks, much like shelves, are used to 
contain large collections of items in an 
orderly manner. Unlike shelves how- 
ever, racks tend to be custom made for a 
particular item; for example, one would 
place bottles of wine in a rack that 
allows the bottle to lay on its side. This 
allows the wine to keep the cork moist; 
if the bottle were stored upright on a 
shelf the cork would dry out, crack, and 
allow the wine to sour, 


100 1,000 POLY 023-23 
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Rag 


Name EP Cost Book/Page 


Rag 


Rags are pieces of cloth used to dust 
furniture, clean walls, dry dishes, 
cleanse the body, etc. Rags commonly 
are culled from old clothing or blankets 
that no longer serve their original 
purpose for one reason or another. 


2,500 


Rag, Drying 250 DRAG030-36 


Rainmaker 


This device creates rain through 
magical and chemical action. It has a 
small tower, 30 feet high and 15 feet 
wide, which rests on a base 40 feet wide 
and 10 feet high. It also is equipped 
with balloon which is tethered in place 
by a rope more than 10,000 feet long. 
When the device is operating, clouds of 
acidic steam fill the tower. 


78,000 


Rainmaking Machine 8,035 AC11-083 

Rake 
A rake is a common farming imple- 

ment, often made entirely of wood but 

sometimes fitted with a metal head. The 

handle is three to five feet long. The 

head has two to 20 prongs, which can be | 

stiff or flexible. Most enchanted rakes, 

however, have stiff metal prongs set in a 

single row. | 

| 

Rake, Climbing 500 = 5,000 AC04-059 

Rake, Iron 100 1,000 2013-052 

Rake, Retrieval 200 2,000 AC04-059 

Rake, Ship 100 ~=—-:1,000 AC04-059 

Rake, Smoothing 500 5,000 AC04-059 

Rake, Tracking 1,000 10,000 AC04-059 
Ram 


A battering ram (see page 29) is a 
large, heavy log or similar device used 
to bash down portals or walls with brute 
force. Another kind of ram is a projec- 
tion fitted to the bow (and sometimes to 
the stern) of a ship or spelljammer. This 
type of ram is used to punch holes in 
other vessels. A ship’s ram can sink or 
smash an enemy ship in seconds. 


Rattle 


Name EP Cost Book/Page 
Ram, Blunt +1 (per ton) 100 1,000 1072a-84 
Ram, Blunt +2 (per ton) 200 2,000 1072a-84 
Ram, Blunt +3 (per ton) 400 4,000 1072a-84 
Ram, Grappling +1 (per ton) 200 =. 2,000 1072a-84 
Ram, Grappling +2 (per ton) 400 4,000 1072a-84 
Ram, Grappling +3 (per ton) 800 8,000 1072a-84 
Ram, Piercing +1 (per ton) 100 1,000 1072a-84 
Ram, Piercing +2 (per ton) 200 2,000 1072a-84 
Ram, Piercing +3 (per ton) 400 4,000 1072a-84 


Ranger Fooler 


The ranger fooler is a large, floating 
box that can pulled along by any crea- 
ture. It erases the user's tracks and 
creates false tracks in their place. A 
leather harness used for pulling the 
contraption is attached to the front of 
the box. A set of thick, hairy brushes 
are set on the underside of the box near 
the front. Thirty-six drawers set in 
columns of six are located on the flanks 
of the box. A label on each drawer tells 
what sort of tracks (false feet) are stored 
within. A set of iron rods jut out from the rear of the box, and attached 
to them are two vertical iron rods that reach to the ground. The rang- 
er fooler is steam powered and there is small hatch for replenishing 
its supply of firewood and a spout for refilling its boiler water. 


Ranger Fooler, Rahn-Ko’s 200 = =2,000 AC11-075 


Rations 


Rations are dried foods that can be 
kept for indefinite periods of time with- 
out spoiling as long as they are kept dry. 
To keep rations safe to eat, the buyer 
must keep the food in an air tight con- 
tainer in case he is caught in a heavy 
storm, falls into water, etc. Properly 
sealed containers have the additional 
virtue of keeping insects and small 
animals from eating the food before the 
user can. 


1,000 POLY058-10 


Rattle 


A rattle is a common child’s toy, but 
also is a musical instrument in many 
cultures. A magical rattle may be plain 
or decorative. 


Rations, Epox’s Iron 10,000 


Rattle, Death - 500 AC04-059 
Rattle, Shaking & Rolling 400 4,000 POLY023-23 
Rattle, Summoning 1,000 10,000 AC04-059 
Rattle, Youth 4,000 40,000 AC04-059 
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Reco yoer 


Name EP Cost Book/Page 


Recorder 


| ] A recorder is a wind instrument simi- 
lar to a modern flute. Its main body is a 
hollow tube that has a whistle-like 
mouthpiece and several holes which 
allow the musician to play various 
notes. A recorder can be made from 
almost any hard substance, but the best 
ones are made from hardwood. 


Recorder, Ye’Cind Relic 


Reflector 


| ] A few gnomish spelljamming ships are 
equipped with these rare devices. A 
reflector is an ovoid chunk of apparently 
solid, dull metal which resembles pew- 
ter. It is four feet long, by about two feet 
across and weighs one ton. It has a 2-in- 
6 chance of reflecting any spell, magical 
item discharge, or artifact power back to 
its source. 


80,000 2011-160 


5,000 50,000 SJR1-81 


Repellent 


Repellent is a fluid or spray that can 
keep certain types of pests away from 
the user. The term “repellent” can refer 
to an item that contains such fluid. 
When magical repellent is in effect, the 
target creature cannot voluntarily 
approach the user. 


Repellent, Parasite 100 1,000 DRAG119-19 


Repository 


This artifact holds almost all of the 
knowledge of the known world, and is 
capable of answering factual and philo- 
sophical questions. At a glance, the 
repository looks like a common chamber 
4 of dwarven make built into a cavern or 
| castle wall. Slender, fluted marble 

columns support a ceiling studded with 
| globes of green crystal. Thin, vertical 


slots pierce one wall of the chamber, and 
a large central niche in another wall 
shimmers with a faint magical aura. If 
a creature approaches the repository quietly and presses an ear to one 
of the slots, the creature can hear faint twittering in the darkness. 


Repository of Arcane Lore, Olaf 


Grunndi’s Relic Py AC11.073 


Ring 


Name EP Cost Book/Page 


Ride 

The ghost ride is a magical contriv- 
ance designed to provide entertainment 
by giving passengers a ride past a range 
of illusory ghosts and monsters. At a 
distance, only the ride’s large and 
brightly colored facade can be seen. It is 
bedecked with flags and banners and 
bears a distinctly eastern look. The 
entrance is painted to resemble a cave 
opening. 


Ride, Sultan’s Uncanny Ghost Relic td AC11-080 


Ring 


Enchanted rings normally radiate 
| magic, but no two magical rings look 
alike, so their exact powers are difficult 
to identify without much trial and error 
or some mystical means. Usually, a 
character must put on a ring and must 
try various things to find what it does. 
No more than two magic rings can be 
worn by a character at the same time. If 
more are worn, none function. Only one 
magic ring can be worn on the same 
hand. A second ring worn on one hand 
causes both to be useless. Rings must be worn properly (i.e. on the 
fingers for a human); rings on toes, in ear lobes, etc. do not function. 
The spell-like abilities of rings function at the 12th level unless the 
power requires a higher level. In cases where a higher level is neces- 
sary, rings function at the minimum level of magic use needed to cast 
the equivalent spell. Magic rings can be worn and used by all charac- 
ter classes and by most humanoids Generally, most creatures with 
digits can use rings. For example, a troll could wear a ring of fire 
resistance and gain its benefits in addition to its regeneration ability. 
Rings can be used by any character race, but rings might malfunction 
when some demi-humans use them. If a malfunction occurs, the ring 
simply doesn’t work for one “use.” This applies to cursed rings as well 
as the benficial ones. 


Ring, Affliction, Abjuration =- 1,500 212 1-128 
Ring, Affliction, Alteration ~ 1,500 2121-128 
Ring, Affliction, Conjuration/ 

Summoning - 1,500 2121-128 
Ring, Affliction, Enchantment/ 

Charm — 41,500 2121-128 
Ring, Affliction, Iusion/ 

Phantasm — 1,500 2121-128 
Ring, Affliction, Evocation - 1,500 2121-128 
Ring, Affliction, Lesser/Greater 

Divination - 1,500 2121-128 
Ring, Affliction, Necromancy - 1,500 2121-128 
Ring, Amasis 1,500 7,500 1021-64 
Ring, Animal Friendship 1,000 5,000 2100-147 
Ring, Animal Magnetism 1,000 5,000 DRAG117-49 
Ring, Annulment — 2,000 DRAG117-50 
Ring, Anti-Venom 2,000 10,000 GDQ1-124 
Ring, Anything 5,000 55,000 2017-092 
Ring, Apathy — 1,200 POLY043-23 
Ring, Aquatic Depth Location 1,200 6,000 POLY043-22 
Ring, Arachnid Control 1,000 4,000 FOR2-70 
Ring, Armoring 2,000 10,000 2121-128 
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Name 


Ring, Awareness 

Ring, Bard, of the 

Ring, Beauty 

Ring, Black 

Ring, Black Gang 

Ring, Bladeturning 

Ring, Blink 

Ring, Blinking 

Ring, Boccob 

Ring, Bone 

Ring, Branding 

Ring, Burbul 

Ring, Bureaucratic Wizardry 

Ring, Carrot Protection 

Ring, Chameleon Power 

Ring, Cirulon 

Ring, Clairaudience 

Ring, Clear Thought 

Ring, Cloaked Wizardry 

Ring, Clumsiness 

Ring, Comet, of the 

Ring, Command 

Ring, Command, Elemental, Air 

Ring, Command, Elemental, 
Earth 

Ring, Command, Elemental, Fire 

Ring, Command, Elemental, 

Water 

Ring, Command, Para-Elemental, 
Ice 

Ring, Command, Para-Elemental, 

a 

Ring, Command, Para-Elemental, 

Ooze 


Ring, Command, Para-Elemental, 
Smoke 

Ring, Command, 
Quasi-Elemental, Ash 

Ring, Command, 
Quasi-Elemental, Dust 

Ring, Command, 
Quasi-Elemental, Lightning 

Ring, Command, 
Quasi-Elemental, Mineral 

Ring, Command, 
Quasi-Elemental, Radiance 

Ring, Command, 
Quasi-Elemental, Salt 

Ring, Command, 
Quasi-Elemental, Steam 

Ring, Command, 
Quasi-Elemental, Vacuum 

Ring, Compulsions, Wizzo’s 

Ring, Continual Churning 

Ring, Contrariness 

Ring, Control, Animal 

Ring, Control, Arachnid 

Ring, Control, Human 

Ring, Control, Mammal 

Ring, Control, Plant 

Ring, Control, Toothache 

Ring, Courtly Manners 

Ring, Crius 

Ring, Cursed, Great Kingdom 

Ring, Curses 

Ring, Dalamar’s Healing 


Cost 


6,000 
15,000 
6,000 
5,000 
6,000 
7,000 
25,000 
5,000 
2,500 
20,000 
2,500 
5,000 
1,500 
250 
5,000 
10,000 
7,500 
7,500 
+2,500 
3,000 
10,000 
10,000 
25,000 


25,000 
25,000 


25,000 
20,000 
20,000 
20,000 
20,000 
10,000 
10,000 
10,000 
10,000 
10,000 
10,000 
10,000 


10,000 
1,500 
2,500 
1,000 
5,000 
2,500 

10,000 
5,000 
2,500 
2,000 
5,000 

25,000 
2,000 
1,500 

40,000 


Book/Page 


DRAG082-28 
DRAG117-49 
POLYINT-27 
7014-45 
DRAG040-26 
DRAG082-28 
FRE1-42 
2100-147 
2017-092 
REF5-87 
DLR2-56 
DUNGO028-60 
2121-128 
POLY045-26 
2100-147 
DLE3-062 
DRAG117-48 
DUNG013-40 
DRAG179-70 
2100-147 
SJA3-59 
DRAG117-48 
2100-147 


2100-147 
2100-147 


2100-147 
DRAG120-33 
DRAG120-33 
DRAG120-33 
DRAG120-33 
DRAG120-34 
DRAG120-34 
DRAG120-34 
DRAG120-34 
DRAG120-34 
DRAG120-34 
DRAG120-34 


DRAG120-34 
DRAG082-30 
LNR1-95 
2100-147 
1011-44 
DUNG024-19 
1012-62 
2100-148 
1012-62 
POLY 045-26 
DRAGO73-40 
DRAG117-51 
2023-073 
LNA3-50 
2021-098 


Name 


Ring, Dart 

Ring, Delusion 

Ring, Depetrification 
Ring, Disguise 


Ring, Djinni Summoning 
Ring, Draupnir 


Ring, Elemental Adaptation, Air 

Ring, Elemental Adaptation, 
Air & Water 

Ring, Elemental Adaptation, 
All Elements 

Ring, Elemental Adaptation, 
Earth 

Ring, Elemental Adaptation, 
Earth & Fire 

Ring, Elemental Adaptation, Fire 

Ring, Elemental Adaptation, 
Water 

Ring, Elemental Metamorphosis, 
Air 

Ring, Elemental Metamorphosis, 
Earth 

Ring, Elemental Metamorphosis, 
Fire 

Ring, Elemental Metamorphosis, 
Water 

Ring, Engagement 

Ring, Faerie 

Ring, Fashion 

Ring, Feather Falling 

Ring, Fire Resistance 

Ring, Fire Starting 

Ring, Flying 

Ring, Folly 

Ring, Fortitude 

Ring, Free Action 

Ring, Freedom 

Ring, Gargoyles 

Ring, Gaxx 

Ring, Gordon’s Magic 

Ring, Grasshopper, of the 

Ring, Health, CON-15 

Ring, Health, CON-16 

Ring, Health, CON-17 

Ring, Health, CON-18 

Ring, Health, CON-19 

Ring, Holiness 

Ring, Horned 

Ring, Human Influence 

Ring, Ice 

Ring, Icebolts 

Ring, Immunity 

Ring, Impersonation 

Ring, Infravision 

Ring, Infravision Negation 

Ring, Infravision/Ultravision 

Ring, Invisibility 

Ring, Invisibility and 
Inaudibility 

Ring, Invisibility Negation, 
Clarifier 


2,500 
2,500 
2,500 


2,500 
2,500 


2,500 


Cost 


8,000 


Ri ng 


Book/Page 


DRAG005-09 
2100-147 
DUNG025-08 
POLY047-27 
DRAG117-50 
FR10-81 
2100-148 
1021-63 
DRAG117-49 
DRAGO91-55 
1013-52 
1013-52 


1013-52 
1013-52 
1013-52 


1013-52 
1013-52 


1013-52 
2121-128 
2121-128 
2121-128 


2121-128 
DRAG054-77 
2017-093 
DRAG117-50 
2100-148 
2100-148 
DRAG117-49 
DUNGO014-47 
DRAG179-70 
2121-129 
2100-148 
2003-24 
1060-117 
2011-160 
DUNG013-17 
DRAG091-56 
DRAG11i7-51 
DRAG117-51 
DRAG117-51 
DRAG117-51 
DRAG117-51 
1013-52 
1060-116 
2100-148 
DRAG168-18 
DRAG082-28 
FR10-81 
DUNG032-45 
DRAG082-28 
POLY 047-27 
DRAG082-28 
2100-148 


LC4-53 
DRAG082-28 


Name 


Ring, Invisibility Negation, 
Destroyer 

Ring, Invisibility Negation, 
Killer 

Ring, Invulnerability 

Ring, Jasmine Odor 

Ring, Jolting 

Ring, Jumping 

Ring, Kings 

Ring, Languages 

Ring, Leadership, Admundfort 

Ring, Life Protection 

Ring, Light 

Ring, Lightning Resistance 

Ring, Limited Telepathy 

Ring, Liquid Cooling 

Ring, Liquid Identification 

Ring, Lolth 

Ring, Lore 

Ring, Luck, Wild Coast 

Ring, Lycanthropy, Bear 

Ring, Lycanthropy, Boar 

Ring, Lycanthropy, Rat 

Ring, Lycanthropy, Tiger 

Ring, Lycanthropy, Wolf 

Ring, Magic Detection 

Ring, Magic Missiles 

Ring, Magic Resistance, 05% 

Ring, Magic Resistance, 10% 

Ring, Magic Resistance, 15% 

Ring, Magic Resistance, 20% 

Ring, Magic Resistance, 25% 

Ring, Magic Resistance, 30% 

Ring, Magic Resistance, 35% 

Ring, Magic Resistance, 40% 

Ring, Magic Resistance, 45% 

Ring, Magic Resistance, 50% 

Ring, Margoyle 

Ring, Marking 

Ring, Memory 

Ring, Message 

Ring, Mind Shielding 

Ring, Money 

Ring, Moodarvian Emotion Sight 

Ring, Moodarvian Emotion Smell 

Ring, Moodarvian Emotion Sound 

Ring, Moodarvian Emotion Taste 

Ring, Moodarvian Emotion Touch 

Ring, Necromancer 

Ring, Neutralization 

Ring, Nibelungen 

Ring, Night 

Ring, Oak 

Ring, Opposition 

Ring, Orbus 

Ring, Phantom Form 

Ring, Pomarj, Goblin 

Ring, Pomarj, Ogre 

Ring, Pomarj, Ore 

Ring, Protection +1 

Ring, Protection +1 5' 

Ring, Protection +2 

Ring, Protection +2 5! 

Ring, Protection +3 

Ring, Protection +3 5’ 


EP 


1,300 


1,800 
3,000 
500 
1,000 
1,000 
2,000 
1,000 
1,500 
5,000 
1,000 
5,000 
1,000 
1,000 
750 
4,000 
3,500 
500 
2,500 
2,500 
2,500 
2,500 
2,500 
1,200 
4,000 
5,000 
10,000 
15,000 
20,000 
25,000 
30,000 
35,000 
40,000 
45,000 
50,000 
5,000 
1,000 
1,500 
500 
500 
5,000 
2,000 
2,000 
2,000 
2,000 
2,000 
1,000 
1,500 
1,000 
1,500 
500 
5,000 
2,000 
1,500 
4,000 
4,000 
4,000 
1,000 
1,000 
2,000 
2,000 
3,000 
3,000 


Book/Page 


DRAG082-28 


DRAG082-28 
POLY047-26 
DRAG030-37 
DRAG082-28 
2100-148 
2006-52 
DRAG117-51 
2023-073 
1013-52 
DRAG082-28 
POLY050-17 
DRAG117-49 
POLY 045-26 
DRAG082-28 
DRAG117-50 
DRAG082-30 
2023-073 
DRAG082-30 
DRAG082-30 
DRAG082-30 
DRAG082-30 
DRAG082-30 
LNA3-50 
DRAG002-13 
DRAG117-51 
DRAG117-51 
DRAG117-51 
DRAG117-51 
DRAG117-51 
DRAG117-51 
DRAG117-51 
DRAG117-51 
DRAG117-51 
DRAG117-51 
1060-117 
DRAG030-37 
1013-52 
DRAG179-70 
2100-148 
HR1-66 
AC11-066 
AC11-066 
AC11-066 
AC11-066 
AC11-066 
DRAGO29-43 
DRAG117-49 
1021-64 
DUNGO001-18 
DRAG045-23 
LNR1-95 
DRAG159-16 
DRAG117-48 
2023-073 
2023-073 
2023-073 
2100-148 
1012-62 
2100-148 
2100-148 
2100-148 
2100-148 


Name 


Ring, Protection +4 AC, +2 
Saves 

Ring, Protection +6 AC, +1 
Saves 

Ring, Protection, Charming 

Ring, Quick Action 

Ring, Quickness 

Ring, Rahasia 

Ring, Rakhamon 

Ring, Ram, of the 

Ring, Randomness, Bless 

Ring, Randomness, Continual 
Light 

Ring, Randomness, Cure 
Blindness or 

Ring, Randomness, Cure Light 
Wounds 

Ring, Randomness, Heat Metal 

Ring, Randomness, Protection 
from Evil 

Ring, Randomness, Remove Fear 

Ring, Range Extension 

Ring, Readiness 

Ring, Regeneration 

Ring, Regeneration, Rapid 

Ring, Regeneration, Vampiric 

Ring, Remedies 

Ring, Resistance, Abjuration 

Ring, Resistance, Alteration 

Ring, Resistance, Breath Weapon 

Ring, Resistance, Conjuration/ 
Summoning 

Ring, Resistance, Enchantment/ 
Charm 

Ring, Resistance, [lusion/ 
Phantasm 

Ring, Resistance, Invocation/ 
Evocation 

Ring, Resistance, Lesser/Greater 
Divination 

Ring, Resistance, Necromancy 

Ring, Reversion 

Ring, Rhyming 

Ring, Safety 

Ring, Seeing 

Ring, Serpent of Set 

Ring, Serten’s Spell Immunity 

Ring, Servitude 

Ring, Shape Changing 

Ring, Shocking Grasp 

Ring, Shooting Stars 

Ring, Silence 

Ring, Silence 

Ring, Spell Eating 

Ring, Spell Holding 

Ring, Spell Storing 

Ring, Spell Turning 

Ring, Spell “Turning” 

Ring, Star of Korala 

Ring, Strength, 18.00 

Ring, Strength, 19 

Ring, Strength, 20 

Ring, Strength, Cursed 

Ring, Summoning, Genie, Dao 

Ring, Summoning, Genie, Djinni 

Ring, Summoning, Genie, Efreeti 


Cost 


24,000 


30,000 
18,000 
5,000 
5,000 
15,000 
30,000 
7,500 
1,500 


1,500 
1,500 


1,500 
1,500 


1,500 
1,500 
10,000 
10,000 
40,000 
50,000 
42000 
8,000 
5,000 
5,000 
50,000 


5,000 
5,0 00 
5,000 

5,000 
5,000 
5,000 


10,000 
4,000 


Ring 


Book/Page 


2100-148 


2100-148 
L2-31 
DRAG117-49 
1013-53 
BO07-030 
CB2-029 
2100-149 
2121-129 


2121-129 
2121-129 


2121-129 
2121-129 


2121-129 
2121-129 
DRAG117-48 
PHBR1-115 
2100-149 
DRAG120-33 
2100-149 
1013-53 
2121-129 
2121-129 
PHBR4-125 


2121-129 
2121-129 
2121-129 
2121-129 


2121-129 
2121-129 
1053-057 
POLY061.09 
1013-53 
1013-53 
7014-46 
POLY 050-17 
X11-60 
DRAG117-48 
2100-149 
2100-149 
DRAGO28-31 
DUNGO3 2-45 
1013-53 
DRAG082-30 
2100-150 
2100-150 
DRAG156-27 
7014-46 
FR10-81 
FR10-81 
FR10-81 
FR10-81 
DRAG179-70 
DRAG179-70 
DRAG179-70 
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Ring 

Name EP Cost Book/Page 
Ring, Summoning, Genie, Marid 3,000 15,000 DRAGI79-70 
Ring, Summoning, Genie, 

Noble Dao 4,500 22500 DRAG179-70 
Ring, Summoning, Genie, 

Noble Djinni 4,500 22,500 DRAG179-70 
Ring, Summoning, Genie, 

Noble Efreeti 4,500 22,500 DRAG179-70 
Ring, Summoning, Genie, 

Noble Marid 4,500 22,500 DRAG179-70 
Ring, Survival 6,000 30,000 1013-53 
Ring, Sustenance 500 3,500 2100-150 
Ring, Swimming 1,000 5,000 2100-150 
Ring Tasslehoffs Magic Mouse 100 1,000 2021-098 
Ring, Telekinesis, 025 lbs. 2,000 10,000 2100-150 
Ring, Telekinesis, 050 Ibs. 2,500 12,500 2100-150 
Ring, Telekinesis, 100 lbs. 3,000 15,000 2100-150 
Ring, Telekinesis, 200 Ibs. 3,500 17,500 2100-150 
Ring, Telekinesis, 400 lbs. 4,000 20,000 2100-150 
Ring, Teleport, Halaster’s 1,000 4,000 1060-119 
Ring, Teleportation 2,000 15,000 DRAG117-48 
Ring, Telkroth’s 1,200 10,000 IM AG010-28 
Ring, Thunder 4,000 40,000 FR10-81 
Ring, Tongues 1,000 5,000 DRAG117-48 
Ring, Toothache Control 100 =©1,000 POLY045-26 
Ring, Toth Amon’s Relic 45,000 2006-47 
Ring, Trobriand 1,000 5,000 1060-MC 
Ring, Truth 1,000 5,000 2100-150 
Ring, Truthfulness 500 2,500 1013-53 
Ring, Truthlessness 1,000 5,000 1013-53 
Ring, Vapors 4,000 35,000 DRAG117-50 
Ring, Vizier, of the 1,000 5,000 DRAG179-70 
Ring, Warmth 1,000 5,000 2100-150 
Ring, Water Adaptation 2,500 12,500 X07-32 
Ring, Water Walking 1,000 = 5,000 2100-150 
Ring, Weakness — 1,000 2100-150 
Ring, Windwarding 1,000 10,000 FR10-82 
Ring, Wishes (1) 1,000 5,000* 1013-53 
Ring, Wishes (2) 2,000 10,000* POLY036-27 
Ring, Wishes (3) 3,000 15,000* 2100-151 
Ring, Wishes (4) 4,000 20,000* new item 
Ring, Wishes, Multiple 5,000 25,000* 2100-151 
Ring, Wizardry, Dbl 1st 4,000 50,000 2100-151 
Ring, Wizardry, Dbl 1st & 2nd 4,400 54,000 2100-151 
Ring, Wizardry, Dbl 

Ist through 3rd 4,600 56,000 2100-151 
Ring, Wizardry, Db] 2nd 4,200 52,000 2100-151 
Ring, Wizardry, Dbl 3rd 4,800 58,000 2100-151 
Ring, Wizardry, Db] 4th 5,000 60,000 2100-151 
Ring, Wizardry, Dbl 4th & 5th 5,400 64,000 2100-151 
Ring, Wizardry, Dbl 5th 5,200 62,000 2100-151 
Ring, X-Ray Vision 4,000 35,000 2100-151 


* These items are almost never sold on the open market. PCs seeking 
to obtain a wish should expect to offer favors or magical items in 
trade. 


Rock 


Name EP Cost 


Book/Page 


Robe 


Robes are loose-fitting outer garments 
usually long enough to reach well below 
the waist or to the ankles. Robes often 
have long, wide sleeves, attached hoods 
and often are worn with a belt. Buttons, 
ties, or pins keep the robe firmly 
wrapped around the wearer even in 
high winds. Many robes are large 
enough to let the user wear armor 
underneath. 


Robe, Archmagi, of the 6,000 65,000 2100-177 
Robe, Blending 3,500 35,000 2100-177 
Robe, Blending, 3-Speed - 4,000 DRAG156-28 
Robe, Drying 1,000 5,000 DRAGO030-37 
Robe, Eyes 4,500 50,000 2100-178 
Robe, Holding 1,000 5,000 POLY061-09 
Robe, Powerlessness - 1,000 2100-178 
Robe, Protection, AC 0 6,000 60,000 FR10-84 
Robe, Protection, AC 1 5,000 50,000 FR10-84 
Robe, Protection, AC 2 4,000 40,000 FR10-84 
Robe, Protection, AC 3 3,500 35,000 FR10-84 
Robe, Protection, AC 4 3,000 30,000 FR10-84 
Robe, Protection, AC 5 2,500 25,000 FR10-84 
Robe, Protection, AC 6 2,000 20,000 FR10-84 
Robe, Repetition 6,000 30,000 2121-143 
Robe, Rock 3,500 35,000 POLY 058-09 
Robe, Scintillating Colors 2,750 25,000 2100-178 
Robe, Stars 4,000 12,000 2100-178 
Robe, Stone 1,250 14,000 POLY047-27 
Robe, Useful Items 1,500 15,000 2100-178 
Robe, Useless Items 1,000 8,000 DRAG15 6-28 
Robe, Vanishing 2,000 20,000 PHBR2-106 
Robe, Veluna 2,000 10,000 2023-083 
Robe, Vermin - 1,000 2100-178 
Robe, Warmth 1,000 5,000 DRAGO073-38 
Rock 


Rocks are chunks or pieces of solid 
earth or mineral that have not been 
reduced to sand through the forces of 
nature—wind, rain, water, ice, and 
snow. Enchanted rocks are generally 
polished to a glistening shine. 


Rock, Death, Darahd S’tin 1,000 10,000 1032-064 
Rock, Pet 2,000 15,000 DRAG045-22 
Rock, Pet, Cursed = 1,000 DRAG045-22 
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Rod 


Name EP Cost Book/Page 


Rod 


Rods are about 3’ long and as thick as 
a man’s thumb. They are normally 
found in cases or similar storage con- 
tainers. Rods can be fashioned from 
metal, wood, ivory, or bone. They can be 
plain or decorated and carved. Rods are 
powered by charges, unless noted other- 
wise in the description of a particular 
rod. Each time a rod is used, one or 
more charges may be expended. Charac- 
| | ters do not automatically know the 

number of charges a rod has when it is 
discovered although research and spell casting can reveal this (at 
least approximately). A rod can sometimes be recharged according to 
the rules given for constructing magical items. When a rod is drained 
of all charges, it loses all its magical properties and cannot be re- 
charged ever again. When discovered, a rod normally contains 41 to 
50 (40 +10) charges. However, while rods almost never have more 
charges than this, it is possible to find a rod with significantly fewer 
charges, particularly if it is captured from an enemy who has used the 
item. A rod is normally activated when the wielder utters a specific 
command word. This word acts like a trigger, unleashing the power 
stored within the item. Since control of a rod depends on knowledge of 
the command word, these are jealously guarded by the owner. An 
absent-minded wizard might etch the command word on the item or 
carry it on a piece of paper in his pocket, but this is only rarely done. 
Most often, characters must use divination spells, or consult sages to 
discover the correct command to activate a rod. 


Rod, Absorption 7,500 40,000 2100-151 
Rod, Aerdi Sea 5,000 25,000 2023-074 
Rod, Alertness 7,000 50,000 2100-151 
Rod, Asmodeus, of Relic P 2009-21 
Rod, Beguiling 5,000 30,000 2100-152 
Rod, Blind Walking 700 = 7,000 SJR2-71 
Rod, Building Relic P HWR2-d38 
Rod, Cancellation 10,000 15,000 2100-152 
Rod, Climbing 900 9,000 LNA1-67 
Rod, Dancing, Multiple 4,500 25,000 DRAG126-50 
Rod, Death 7,500 75,000 SJR1-80 
Rod, Diplomacy, Furyondy 4,000 15,000 2023-074 
Rod, Distortion 5,000 25,000 2121-130 
Rod, Dominion 7,000 45,000 1071-237 
Rod, Ebony Standards 2,500 17,500 CN2-029 
Rod, Entrapment 1,000 8,000 POLY047-26 
Rod, Flailing 2,000 20,000 2100-152 
Rod, Generalship 5,000 50,000 FR10-82 
Rod, Health 6,000 25,000 1013-52 
Rod, Immobile Insects 2,500 25,000 FA2-62 
Rod, Indestructibility 2,500 17,500 POLY043-22 
Rod, Inertia 3,000 15,000 1013-52 
Rod, Leadership 5,000 30,000 DRAG179-70 
Rod, Lordly Might 6,000 20,000 2100-152 
Rod, Lordly Might-or-Might-Not 600 2,000 DRAG120-18 
Rod, Many Things 7,500 25,000 DRAGO91-56 
Rod, Melting 3,000 12,000 DRAGO99-49 
Rod, Onnwal 4,000 15,000 2023-074 
Rod, Orbs 3,000 15,000 SJR1-80 
Rod, Parrying 1,000 10,000 1013-52 
Rod, Passage 5,000 50,000 2100-153 
Rod, Rastinon 5,000 40,000 1053-056 
Rod, Resurrection 10,000 35,000 2100-153 
Rod, Rulership 8,000 35,000 2100-153 
Rod, Ruling 8,000 35,000 1013-52 


Name EP Cost Book/Page 
Rod, Security 3,000 30,000 2100-153 
Rod, Seven Parts Relic 25,000 2100-091 
Rod, Singing 1,000 5,000 DRAG037-47 
Rod, Smiting 4,000 15,000 2100-153 
Rod, Splendor 2,500 25,000 2100-153 
Rod, Tentacles, Greater, Amber 5,000 20,000 FOR2-72 
Rod, Tentacles, Greater, Black 5,000 20,000 FOR2-72 
Rod, Tentacles, Greater, Jade 5,000 20,000 FOR2-72 
Rod, Tentacles, Greater, Violet 5,000 20,000 FOR2-72 
Rod, Tentacles, Lesser, Purple 3,000 15,000 FOR2-71 
Rod, Tentacles, Lesser, Russet 3,000 15,000 FOR2-71 
Rod, Tentacles, Lesser, Yellow 3,000 15,000 FOR2-72 
Rod, Tentacles, Master 7,500 25,000 FOR2-72 
Rod, Terror 3,000 15,000 2100-153 
Rod, Transportation, Whispering 5,000 15,000 FR04-54 
Rod, Victory 6,000 20,000 1013-52 
Rod, Weaponry 3,500 25,000 1013-52 
Rod, Welkwood 5,000 25,000 2023-074 
Rod, Wyrm, Black +5 5,000 25,000 1013-52 
Rod, Wyrm, Blue +5 5,000 25,000 1013-52 
Rod, Wyrm, Gold +5 5,000 25,000 1013-52 
Root 


Roots are known for their nutritional 
benefits, but their magical and medici- 
nal properties are those most often 

| appreciated sages and wizards alike. 
Dried magical and medicinal roots can 
be kept with little difficulty for long 
periods of time without jeopardizing 
their potency. Such roots will last indefi- 
| nitely if kept cool and dry. 


Root, Tanglevine 400 4,000 113-91 


Rope 


| Rope is one of the most important 
items of equipment available to adven- 
turers. Lengths of rope are used to climb 
surfaces, pull heavy loads, rappel down 
sheer cliffs, traverse deep ravines, and 
for many other tasks. There are two 
basic types of rope. Hemp rope is made 
of a tough, bulky, fibrous plant. Silk 
rope is made of long, fine threads of 
caterpillar silk. 


Rope, Climbing 1,000 10,000 2100-178 
Rope, Constriction - 1,000 2100-178 
Rope, Entanglement 1,500 12,000 2100-179 
Rope, Infinite 2,000 18,000 SJA1-60 
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Rub 


Name EP 


Rub 


Rubs are magical ointments that are 
kneaded and massaged into the skin to 
activate their magical benefits. If they 
are ingested or used in any other way, 
they do not function. See the Ointment 
(page 101), Salve (page 122), and Oil 
(page 99) entries for more information 
and magical options. 


Rub, Animate Skeleton 800 


Rudder 


Rudders are simple wooden paddles 
that are permanently attached to the 
rear of a ship or spelljammer. The rud- 
der can be moved from side to side to 
steer a vessel in a desired direction. 
Many magical varieties exist. Some 
enchanted rudders can function in both 
the water and in wildspace or the phlo- 
giston, but the Dungeon Master has 
final say on the matter. 


Rudder, Guidance 200 
Rudder, Maneuverability, B 8,000 
Rudder, Maneuverability, C 6,000 
Rudder, Maneuverability, D 4,000 
Rudder, Maneuverability, E 2,000 
Rudder, Maneuverability, G =- 
Rudder, Propulsion 300 
Rudder, Speed —1 1,000 
Rudder, Speed +1 2,000 
Rudder, Speed +2 4,000 
Rudder, Speed +3 8,000 


Rug 


Rugs are floor coverings designed to 
make bare floors more comfortable to 
walk on. They are similar to carpets but 
usually are thicker and smaller. Rugs 
can be hung on the wall to cover open 
windows or holes. (Such rugs are more 
properly called tapestries, see page 140) 
Enchanted rugs exist, but are quite 
rare, See the Carpet entry (page 40) for 
more magical varieties.) 


Rug, Mothering 300 
Rug, Self-Cleaning 200 
Rug, Smothering 
Rug, Welcome 6,500 


Cost 


Book/Page 


AC04-060 

40,000 1072a-85 
30,000 1072a-85 
20,000 1072a-85 
10,000 1072a-85 
1,000 1072a-85 
3,000 SJR2-69 
5,000 1072a-85 
10,000 1072a-85 
20,000 1072a-85 
40,000 1072a-85 


3,000 DRAG156-28 
2,000 DRAG073-39 
1,500 2100-179 
45,000 2100-179 


Saddle 


EP 


Cost 


Name Book/Page 


Sabre 


“Saber” is an alternative spelling for 
this term. A sabre is a long, curved, 
single-edged blade used mostly by horse- 
men. It is a popular weapon for light 
cavalry. Most sabres are fitted with 
large hilts that protect the wielder’s 
hand when parrying or punching. The 
Persian style of the sabre is known as 
the shamshir, sometimes called a scimi- 
tar (see page 123). 


Sabre -1 - 1,000 new item 
Sabre +1 750 3,750 new item 
Sabre +2 1,400 7,000 new item 
Sabre +3 2,500 12,500 new item 
Sabre +4 3,600 18,000 new item 
Sabre +5 5,000 25,000 new item 
Sabre, Sharpness +1 7,000 35,000 new item 


Sack 


Heward’s handy haversack appears to 
be an ordinary backpack that is well 
made but well-used. It is made of finely 
tanned leather and its straps have brass 
hardware and buckles. There are two 
side pouches, each of which appears 
large enough to hold about a quart of 
material, but each is similar to a bag of 
holding and will actually contain 20 
pounds or two cubic feet of material. 


Sack, Heward’s Handy Haver- 3,000 30,000 2100-171 


Saddle 


A saddle is an item used to help se- 
cure a rider or cargo onto a mount or 
pack animal. The saddle has evolved 
through many changes in design. The 
basic saddle includes the frame (called 
the tree), the front end (called the pom- 
mel), and the back and (called the can- 
tle). Elven saddles are made of wood and 
pliable, fibrous plants. Halfling saddles 
are soft and well cushioned. Gnomish 
saddles are painted and decorated with 
thin layers of silver, gold, or semi- 
precious gems. Orcs and goblins use saddles that are quite small, with 
fairly distinct pommels and nearly invisible cantles. Saddle use is 
assumed in the Land-based Riding proficiency unless the character is 
specifically from a culture proficient in riding bareback. Other charac- 
ters who try to ride without a saddle is subject to special riding checks 
at the DM’s discretion. 


Saddle, Comforts, Torloch’s 4,000 20,000 DLA1-057 
Saddle, Flying 4,000 20,000 2121-143 
Saddle, Riding 400 4,000 DRAGO073-39 
Saddle, Spirit-Horse 1,200 12,000 PHBR1-116 
Saddle, Stability 100 5,000 DRAGO073-39 


a 
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Name 


Sail, Black, Schnai 

Sail, Maneuverability +1 
Sail, Maneuverability +2 
Sail, Maneuverability +3 
Sail, Maneuverability -1 
Sail, Wind 


Salt, Earth, of the 


EP Cost Book/Page 


Safe 


This magical strongbox is designed to 
be particularly difficult to break into. 
The safe appears to be a decorative 
block of wood the size of a small jewelry 
box. There are no apparent hinges or 
lid. There is a rainbow inlaid on the 
cube’s top. Below the rainbow there is 
an inlaid metal disk, half black and half 
white. The owner can open the box by 
spinning the disk and speaking a com- 
mand word. 


4,450 44,500 


Sail 


Sails are large triangular or rectangu- 
lar pieces of sturdy cloth that are strung 
onto the masts of a ship or spelljammer. 
As the wind blows, the sail billows, fills 
with air, and forces the vessel in the 
direction of the wind. By manipulating 
the sail relative to the wind, and by 
working the vessel's rudder or steering 
oar, the navigators on board the craft 
can make the ship travel in nearly any 
direction. 


AC11-043 


1,000 5,000 2023-077 
1,000 10,000 SJR2-71 
2,000 20,000 SJR2-71 
4,000 40,000 SJR2-71 
— 5,000 SJR2-71 
600 6,000 new item 

Salt 


Salt, a compound of sodium and chlo- 
rine on some worlds, and a quasi- 
elemental element on others, is a 
necessary ingredient in good health. As 
the body sweats from exertion or from 
exposure to heat, the body loses essen- 
tial salt that needs to be replenished. 


100 1,000 POLY023-12 


Salve 


Salves are thick fluids that must be 
rubbed or dripped into the skin, ears, or 
eyes to activate their magical proper- 
ties. If a salve is imbibed, the magic is 
wasted. See the Ointment (page 101), 
Rub (page 121), and Oil (page 99) entries 
for more details and magical options. 


Name 


Salve, Far Seeing, Ash 
Salve, Far Seeing, Dust 
Salve, Far Seeing, Earth 
Salve, Far Seeing, Ice 
Salve, Far Seeing, Magma 
Salve, Far Seeing, Minerals 
Salve, Far Seeing, Negative 
Salve, Far Seeing, Ooze 
Salve, Far Seeing, Positive 
Salve, Far Seeing, Radiance 
Salve, Far Seeing, Salt 
Salve, Far Seeing, Smoke 
Salve, Far Seeing, Steam 
Salve, Far Seeing, Water 
Salve, Healing 


Sandal, Speed 


Satchel, Seed 


Saw, Cutting 
Saw, Mighty Cutting 
Saw, Snoring 


Saw 

EP Cost Book/Page 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
1,000 5,000 2121-144 
200 400 1021-44 

Sandal 


Sandals are a primitive form of foot- 
wear that are popular even in the more 
“sophisticated” societies. They consist 
of a simple sole that is held in place by a 
series of loops around the toes, ankle, or 
top of the foot. If a sandal has no ankle 
strap, the loose sole tends to slap 
against the heel or toes when the wear- 
er walks, making it difficult to walk 
quietly without practice. 


500 20,000 1066a-91 


Satchel 


A satchel is a large sack fitted with a 
shoulder strap. They usually are made 
from leather sheets with the straps 
attached to their hems, Most satchels 
are open topped and do not keep their 
contents completely safe from the 
weather. For additional magical options, 
see the Bag entry on page 26. 


250 2,500 DRAGO05-08 


Saw 


This common tool is a metal blade 
with one or two jagged edges. By ener- 
getically moving the jagged edges across 
a tree or log, the user can slice through 
the material. Each saw has at least one 
wooden handle. Very long saws (four 
feet to nine or more feet long) have two 
handles, one on each side. This allows 
two persons to work together when 
cutting an extremely large tree trunk. 


700 =7,000 AC04-060 
2,000 12,500 2100-179 
200 =. 2,000 AC04-060 
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Scabbard 


Name EP Cost Book/Page 


Scabbard 


A scabbard is a sheath for a bladed | 
weapon. There are as many types of 
scabbards as there are bladed weapons 
(see the Sheath entry, page 127, for 
additional magical possibilities). A 
smaller weapon can be placed loosely 
into a larger scabbard, but a larger | 
weapon cannot be held within a smaller 
scabbard. 


Scabbard, Poison, Dagger 500 5,000 PHBR2-108 

Scabbard, Poison, Long Sword 500 5,000 PHBR2-108 

Scabbard, Poison, Short Sword 500 5,000 PHBR2-108 
Scarab 


The scarab is a beetle-shaped symbol 
that can serve as a seal, amulet, holy 
symbol, or the like. Most scarabs are 
carved and engraved gemstones of large 
size and high quality. Generally, only 
the nobility or the very rich wear them, 
In some cultures (at the Dungeon Mas- 
ter’s option), penalties exist for wearing 
such an item without the correct status. 


fax 


( 


5,000 DRAG156-27 


Scarab, Protection 1,000 

Scarab, Death - 2,500 2100-179 
Scarab, Defense 2,000 10,000 POLY051-22 
Scarab, Enraging Enemies 1,000 ~—- 8,000 2100-179 
Scarab, Equus 1,200 12,000 DUNG022-34 
Scarab, Versus Gargoyles 1,250 12,500 new item 
Scarab, Golem, Versus Any 1,250 12,500 2017-102 
Scarab, Golem, Versus Ash 1,250 12,500 new item 
Scarab, Golem, Versus Bone 1,250 12,500 new item 
Scarab, Golem, Versus Chitin 1,250 12,500 new item 
Scarab, Golem, Versus Clay 500 3,500 2017-102 
Scarab, Golem, Versus Doll 1,250 12,500 new item 
Scarab, Golem, Versus Flesh 400 =. 3,200 2017-102 
Scarab, Golem, Versus Furnace 1,000 8,000 new item 
Scarab, Golem, Versus Flesh/ 

Clay/Wood 900 6,000 2100-179 
Scarab, Golem, Versus Glass 1,250 12,500 new item 
Scarab, Golem, Versus Iron 800 = 000 2017-102 
Scarab, Golem, Versus Lightning 1,250 12,500 new item 
Scarab, Golem, Versus Mechanical 1,250 12,500 new item 
Scarab, Golem, Versus Obsidian 1,250 12,500 new item 
Scarab, Golem, Versus Radiant 1,000 8,000 new item 
Scarab, Golem, Versus Rock 1,250 12,500 new iter 
Scarab, Golem, Versus Sand 1,250 12,500 new item 
Scarab, Golem, Versus Stone 600 4,000 2017-102 
Scarab, Golem, Versus Wood 1,250 12,500 new item 
Scarab, Golem, Versus Zombie 1,250 12,500 new item 
Scarab, Insanity 1,500 11000 2100-179 
Scarab, Insect 1,000 5,000 DRAGO073-36 
Scarab, Life 3,000 30,000 FR10-84 
Scarab, Protection +1 1,000 5,000 2100-179 
Scarab, Protection +2 2,000 10,000 2100-179 
Scarab, Protection +3 3,000 15,000 2100-179 
Scarab, Protection +4 4,000 20,000 2100-179 


Scimitar 


Name EP Cost Book/Page 

Scarab, Protection +5 5,000 25,000 2100-179 

Scarab, Uncertainty 1,000 5,000 2121-144 

Scarab, Venom 2,000 10,000 FR10-84 
Scarf 


that is worn around the neck or over the 
head. Most scarves are designed to be | 
wrapped into several layers to keep out | 
chills. Lightweight scarves provide | 
colorful decoration and can help keep | 
| 


A scarf is a knitted or cloth garment | 


the wearer's hair from getting tangled 
or windblown. 


2023-083 


Scarf, Dry Steppes 2,000 12,500 
Scarf, Sinbad’s Rainbow Relic P 1021-61 
Scepter 


A scepter is a rod or wand made of 
metal or rare wood; most scepters are 
engraved and gem-studded. A scepter is 
usually an emblem of imperial puis- 
sance and authority, making its use or 
possession highly illegal in many soci- 
eties. (The Dungeon Master has final 
say regarding scepter use in these coun- 
tries.) | 


1060-113 


Scepter, Blast 4,000 45,000 
Scepter, Defending, Jade 2,000 8,000 2108-074 
Scepter, Defense +4 1,000 4,000 DRAGO086-26 
Scepter, Dread, Munthassem 

Khan's Relic P 2006-50 
Scepter, Entrapment 3,000 45,000 1060-118 
Scepter, Forgotten City 1,000 5,500 2023-083 
Scepter, Light 2,000 10,000 AC04-060 
Scepter, Might, Evil Relic 150,000 2011-161 
Scepter, Might, Good Relic 150,000 » 2011-161 
Scepter, Might, Neutrality Relic 150,000 2011-161 
Scepter, Power 6,000 20,000 AC04-060 
Scepter, Shih Stone +5 5,000 50,000 FRA3-04 
Scepter, Time Journeying 7,000 70,000 2021-097 
Scepter, Underworld Relic 150,000 DUNG012-21 

Scimitar 


A scimitar is a curved sword. It is very 
common among desert nomads. The 
curved blade allows the wielder to make 
a more effective cut when striking 
downward from a galloping mount. The 
curve also allows a mounted warrior to 
ready his weapon for another swing 
more quickly after he has made a hit. 


Scimitar +1 500 
Scimitar +2 750 


2011-125 
2011-125 


5,000 
6,000 
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Name 


Scimitar +3 

Scimitar +4 

Scimitar +5 

Scimitar, Breathing 

Scimitar, Charming 

Scimitar, Deceiving 

Scimitar, Defending 

Scimitar, Deflecting 

Scimitar, Draining 

Scimitar, Extinguishing 

Scimitar, Finding 

Scimitar, Flaming 

Scimitar, Flying 

Scimitar, Flying of Tusmit +3 
Scimitar, Greenswathe +3 
Scimitar, Healing 

Scimitar, Hiding 

Scimitar, Holding 

Scimitar, Hornblade +1 

Scimitar, Hornblade +2 

Scimitar, Hornblade +3 

Scimitar, Lightning 

Scimitar, Shazzellim +1 

Scimitar, Silencing 

Scimitar, Slicing 

Scimitar, Slowing 

Scimitar, Souls +3 

Scimitar, Speed 

Scimitar, Speed +1 

Scimitar, Speed +2 

Scimitar, Speed +3 

Scimitar, Speed +4 

Scimitar, Speed +5 

Scimitar, Spellblade (1st level) +2 
Scimitar, Spellblade (2nd level) +2 
Scimitar, Spellblade (3rd level) +2 
Scimitar, Spellblade (4th level) +2 
Scimitar, Spellblade (5th level) +2 
Scimitar, Spellblade (6th level) +2 
Scimitar, Spellblade (7th level) +2 
Scimitar, Translating 

Scimitar, Watching 

Scimitar, Wishing 


2,500 
3,000 
3,500 
4,000 
4,500 
1,100 
1,200 
1,300 
1,400 
1,500 
1,600 

1700 
1,000 
1,000 
2,000 


Scope 


Scope, Celestial Seeing 
Scope, Seeing 


1,500 
1,000 


Cost 


8,000 
9,000 
10,000 
3,000 
4,000 


15,000 
10,000 


Book/Page 


2011-125 
2011-125 
2011-125 
1013-58 
1013-58 
1013-58 
1013-58 
1013-58 
1013-58 
1013-58 
1013-58 
1013-58 


1013-58 
1013-58 
new item 
2100-184 
2100-184 
1013-58 
FRO4-58 
1013-58 
1013-58 
1013-58 
FA149 
DRAG179-68 
2100-184 
2100-184 
2100-184 
2100-184 
2100-184 
1060-119 
1060-119 
1060-119 
1060-119 
1060-119 
1060-119 
1060-119 
1013-58 
1013-58 
1013-58 


A scope resembles a foot-long brass 
tube with a clear lens at each end. By 
peering through the eyepiece, the user 
can a distant object as though it were 
much closer than it really is. See the 
Telescope entry (page 141) for more 
information and magical possibilities. 


$JQU-87 
PHBR4-109 


Name 


EP 


Scroll 


Scroll, 1 Spell, Level 1-4 
Scroll, 1 Spell, Level 1-6 
Scroll, 1 Spell, Level 2-7 Priest 
Scroll, 1 Spell, Level 2-9 
Scroll, 2 Spells, Level 1-4 
Scroll, 2 Spells, Level 2-7 Priest 
Scroll, 2 Spells, Level 2-9 
Scroll, 3 Spells, Level 1-4 
Scroll, 3 Spells, Level 2-7 Priest 
Scroll, 3 Spells, Level 2-9 
Scroll, 4 Spells, Level 1-6 
Scroll, 4 Spells, Level 1-6( Priest 
Scroll, 4 Level 1-8 
Scroll, 5 Spells, Level 1-6 
Scroll, 5 Spells, Level 1-6 Priest 
Scroll, 5 Spells, Level 1-8 
Scroll, 6 Spells, Level 1-6 
Scroll, 6 Spells, Level 3-6 Priest 
Scroll, 6 Spells, Level 3-8 
Scroll, 7 Spells, Level 1-8 
Scroll, 7 Spells, Level 2-7 Priest 
Scroll, 7 Spells, Level 2-9 
Scroll, 7 Spells, Level 4-7 Priest 
Scroll, 7 Spells, Level 4-9 
Scroll, Animal Growth 
Scroll, Communication 
Scroll, Creation 
Scroll, Cursed 
Scroll, Delay 
Scroll, Domination 
Scroll, Equipment 
Scroll, Erasing 
Scroll, Grant 
Scroll, Ha Rahni 
Scroll, Hair Loss 
Scroll, Illumination 
Scroll, Mages 
Scroll, Map 
Scroll, Mapping 
Scroll, Nether 
Scroll, Portals 
Scroll, Protection, Acid 
Scroll, Protection, Air 
Scroll, Protection, Breath 
Weapon, Dragon 
Scroll, Protection, Breath 
Weapon, Non-dragon 
Scroll, Protection, Cold 
Scroll, Protection, Divination 
Scroll, Protection, Earth 
Scroll, Protection, 
Earth and Stone 


Cost 


Scrol 


Book/Page 


Scrolls are usually found in cylindri- 
cal tubes of ivory, jade, leather, metal, or 
wood. Each scroll is written in its own 
magical cipher. To understand what 
type of scroll has been found, the ability 
to read magic must be available. Once a 
scroll is read to determine its contents, 
a read magic spell is not needed to read 
it a second time or to invoke its magic. 


2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
2100-135 
113-91 
1013-50 
1013-50 
2100-146 
1013-50 
DRAGO91-55 
1013-50 
DRAG030-36 
DRAG179-69 
1032-063 
LC4-31 
1013-50 
1013-50 
2100-146 
POLY058-10 
FR05-60 
1013-50 
2100-146 
DRAG179-69 


2017-091 
2017-091 
2100-146 
DRAG179-70 
DRAG179-70 


FOR2-70 
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Scroll I 


Name 


Scroll, Protection, Electricity 

Scroll, Protection, Elemental, Air 

Scroll, Protection, Elemental, All 

Seroll, Protection, Elemental, 
Earth 

Scroll, Protection, Elemental, 
Fire 

Scroll, Protection, Elemental, 
Water 

Scroll, Protection, Fire 

Scroll, Protection, Gas 

Scroll, Protection, Genies, All 

Scroll, Protection, Genies, 
Any Tasked Genie 

Scroll, Protection, Genies, Dao 

Scroll, Protection, Genies, Djinni 

Scroll, Protection, Genies, Efreeti 

Scroll, Protection, Genies, Marid 

Scroll, Protection, Heat 

Scroll, Protection, Mlusion 

Scroll, Protection, Lycanthropes 

Scroll, Protection, Lycanthrope, 
All 

Scroll, Protection, Lycanthrope, 
Shape-Changers 

Scroll, Protection, Lycanthrope, 
Werebear 

Scroll, Protection, Lycanthrope, 
Wereboar 

Scroll, Protection, Lycanthrope, 
Wererat 

Scroll, Protection, Lycanthrope, 
Weretiger 

Scroll, Protection, Lycanthrope, 
Werewolf 

Scroll, Protection, Magic 

Seroll, Protection, Paralyzation 

Scroll, Protection, Petrification 

Scroll, Protection, Plants 

Scroll, Protection, Poison 

Scroll, Protection, Spirits 

Scroll, Protection, Traps, Any 

Seroll, Protection, Traps, Magical 

Seroll, Protection, Traps, Mechanical 

Scroll, Protection, Undead 

Scroll, Protection, Water 

Scroll, Protection, Weapon, 
Magical Blunt 

Scroll, Protection, Weapon, 
Magical Edged 

Scroll, Protection, Weapon, 

ical Missile 


Magical 

Scroll, Protection, Weapon, 
Non-magical Blunt 

Scroll, Protection, Weapon, 
Non-magical Edged 

Scroll, Protection, Weapon, 
Non-magical Missile 

Scroll, Questioning 

Scroll, Repetition 

Scroll, Return 

Scroll, Secrecy 

Scroll, Seeing 

Scroll, Shelter 

Scroll, Spellcatching, 
Ist-2nd level spells 


2,000 


Cost 


4,500 
4,500 
4,500 


4,500 
4,500 


4,500 
6,000 
6,000 
4,500 


4,500 
4,500 
4,500 
4,500 
4,500 
6,000 
4,500 


6,000 
3,000 
3,000 
3,000 
3,000 
3,000 


3,000 
4,500 
4,500 
6,000 
3,000 
3,000 
6,000 
9,000 
6,000 
6,000 
4,500 
4,500 


3,000 
3,000 
3,000 
3,000 
3,000 
3,000 
6,000 
3,000 
6,000 
6,000 
5,000 
4,500 


10,000 


Book/Page 


2100-146 
2100-146 
2100-146 


2100-146 
2100-146 


2100-146 
2100-146 
2100-146 
DRAG179-70 


DRAG179-70 
DRAG179-70 
DRAG179-70 
DRAG179-70 
DRAG179-70 
DRAG179-70 

2017-091 
DRAG179-70 


2100-146 
2100-146 
2100-146 
2100-146 
2100-146 
2100-146 


2100-146 
2100-146 
2017-091 
2100-146 
2100-146 
2100-146 
2018-135 
2017-092 
2017-092 
2017-092 
2100-147 
2100-147 


2017-092 
2017-092 
2017-092 
2017-092 
2017-092 
2017-092 
1013-50 
1013-50 
1053-055 
DRAG073-39 
1013-50 
1013-50 


1013-51 


Seal 
Name EP Cost Book/Page 
Scroll, Spellcatching, 

Ist-4th level spells 4,000 20,000 1013-51 
Scroll, Spellcatching, 

1st-6th level spells 6,000 30,000 1013-51 
Scroll, Spelleatching, 

Ast-8th level spells 8,000 40,000 1013-51 
Seroll, Stellar Path 2,500 7,500 2021-091 
Scroll, Suggestion - 1,000 DRAGO091-55 
Scroll, Tattoo 3,000 30,000 POLY 058-09 
Scroll, Timon 2,000 10,000 CN2-029 
Scroll, Transmutation 100 1,000 DRAG168-20 
Scroll, Trapping 300 =. 3,000 1013-51 
Scroll, Treasure Map 400 4,000 1011-44 
Scroll, Truth 600 6,000 1013-51 
* Sale value varies according to the nature of the grant. 

Sculpture 

A sculpture is a three-dimensional | 
work of art made by carving, etching, 
modeling, shaping, welding, or whit- 
tling a solid material, Most sculptures 
are made in the likeness of an individ- 
ual or important object. There few | 
limitations on the medium that can be | 
used for sculpture; sculptors have used | 
everything from ice to granite, and from 
wood to crystal. 

| | 
Sculpture, Arcadia 2,000 6,000 2121-147 
Scythe 

A scythe consists of a long wooden 
handle topped with a curved blade. It 
is often used to cut hay or grain. TAY 
Some scythes have blades that can be rf 
locked into two positions: perpendicu- 
lar to the handle (the normal posi- 
tion), and parallel to the handle. | 
Changing the handle requires one 
full round. Using a scythe takes two | | 


hands. | 


Scythe, Withering +2 900 9,000 DRAGO76-16 


Seal 


A seal is a ceramic or metal stamp, | 
usually a cylinder, that bears a raised or 
engraved emblem. They are used to | 
impress an emblem into a soft medium 
such as wax or lead. In many cultures, 
no order or document is considered 
genuine unless it bears the writer’s 
personal seal. Severe penalties await | 
those who forge or misuse seals. 


2018-135 
2018-135 


600 
1,000 


6,000 
10,000 


Seal, Deception 
Seal, Vigor 
\ 
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Name 


Seed, Chain Daisy 
Seed, Dragon Lily 
Seed, Goldbug 
Seed, Growth 
Seed, Hill 

Seed, Mountain 
Seed, Sun 

Seed, Sweet Onion 
Seed, Wealth 


Serpent, Carved, Giant 


EP Cost Book/Page 


Seat 


These stone chairs of antique design 
and make are found only in ancient 
places. The back rises far above the 
shoulders of those who sit in them. 
Seats often are made of marble, granite, 
or other monumental stone and usually 
are chiseled and molded to perfectly fit 
the individual they were designed to 
seat. 


6,000 160,000 


Seed 


Seeds are the ever-important precur- 
sors to plants, harvests, and plenty. If 
they are stored somewhere dry, dark, 
and clean, seeds can be kept for nearly 
indefinite periods of time. Archaeolo- 
gists who have excavated the ruins of 
ancient cultures that have died millen- 
nia ago have found stored seeds that 
still were potent. 


FA1-50 


70 700 DRAGO30-36 

60 600 DRAG030-36 
100 1,000 DRAG030-36 
200 =. 2,000 AC04-060 
150 1,500 DRAGO005-09 
200 2,000 DRAG005-07 
1,500 15,000 SJA3-59 
300 = 3,000 += DRAG030-36 
1,000 10,000 PHBR4-109 


Serpent 


The term “serpent” is an alternative 
name for snake or viper. Statues or 
carvings of giant serpents can be found 
in many dungeons and temples. Some of 
these are enchanted and will animate 
and attack if the area or object they 
guard is disturbed. 


3,000 30,000 2006-49 


Name 


Servant, Leuk-O's Mighty 
Servant, Serpent 


ae, 
Shaker, Salt, Eternal 


Shard, Sakkrad 


Shard 


EP Cost Book/Page 


Servant 


The magical variety of the servant is 
an all-obedient automation that accom- 
modates nearly any need the user has 
(and that the item can objectively carry 
out). These items have no minds and no 
will of their own. Generally, they carry 
out their orders to the letter, even if the 
owner gives them incorrect instructions. 


Relic 185,000 2011-159 
2,000 20,000 CB2.029 
Shade 


A shade is a strip of heavy cloth that 
is.hung over a window or doorway to 
block out light. Unlike a curtain, a 
shade usually is kept rolled up, out of 
the way and out of sight, when not in 
use. 


700 = 7,000 


Shaker 


A shaker is a hollow object that can be 
filled with a granular substance. The 
shaker is corked at the bottom and holes 
at the top allow the granulated sub- 
stance (such as salt or ground black 
pepper) to pass out in a controlled man- 
ner, allowing the user to sprinkle the 
substance evenly across food, water, etc. 


POLY043-22 


300 3,000 DRAGO3 0-36 


Shard 


According to very old legends, the 
original home of mankind was a vast 
mountain so huge that the sun rose 
from one of its peaks and set on the 
opposite. The entire base of this moun- 
tain is the fabled emerald Sakkrad; its 
refection gives the azure hue to the sky. 
One small piece of this emerald, the 
shard of Sakkrad was stolen by a djinni. 


Relic P 1021b-61 
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Sheath 


Name EP Cost 


Book/Page 


Sheath 


A sheath is a tight-fitting cover used 
to protect an item from rust, dents, and 
scratches. Sheaths also allow people to 
carry sharp blades without getting 
accidentally cut. Generally, sheaths are 
created from leather, tied closed with 
leather straps or cord, and secured to 
the belt. See the Scabbard entry (page 
123) for more magical options. 


Sheath, Holding, Bastard Sword 1,000 5,000 PHBR1-115 
Sheath, Holding, Cutlass 1,000 5,000 PHBR1-115 
Sheath, Holding, Dagger 500 ~=—.2,500 PHBR1-115 
Sheath, Holding, Dirk 500 =. 2,500 PHBR1-115 
Sheath, Holding, Drusas 500 2,500 PHBR1-115 
Sheath, Holding, Gladius 1,000 5,000 PHBR1-115 
Sheath, Holding, Katana 500 2,500 PHBR1-115 
Sheath, Holding, Khopesh 1,000 5,000 PHBR1-115 
Sheath, Holding, Knife 500 2,500 PHBR1-115 
Sheath, Holding, Long Sword 1,000 5,000 PHBR1-115 
Sheath, Holding, Main-gauche 1,000 5,000 PHBR1-115 
Sheath, Holding, Rapier 1,000 5,000 PHBR1-115 
Sheath, Holding, Sabre 1,000 5,000 PHBR1-115 
Sheath, Holding, Scimitar 1,000 5,000 PHBR1-115 
Sheath, Holding, Short Sword 500 =. 2,500 PHBR1-115 
Sheath, Holding, Stiletto 500 2,500 PHBR1-115 
Sheath, Holding, Two-Handed 

Sword 1,000 5,000 PHBR1-115 
Sheath, Holding, Wakizashi 1,000 5,000 PHBR1-115 
Sheath, Vampire 2,000 10,000 HW A3-63 

Sheet 

A sheet is a thin, flat piece of materi- | 
al. Paper, parchment, leather, silk, 
metal, linen, and other types of cloth, 
are just a few. materials that come in 
sheets, Generally, non-metallic sheets 
are easily manipulated, folded, crum- | 
pled, or torn. Extra care should be 
exercised at all times when using a 
magical sheet. 
Sheet, Smallness 1,500 15,000 2100-179 

Shell 

Shells are natural products that come | 
from turtles, mollusks, and many other 
kinds aquatic and ocean life. Shells 
come in many shapes and sizes. An | 
intact shell can be used as a container, 
household implement, decoration, or 


musical instrument. Shell fragments 
can be made into jewelry, buttons, and, 
in some cultures, money. 


Shell, Conch 300 


LNA2-87 


3,000 


Shield 


Name EP Cost 


Shield 


A shield is a protective item made of 
wood, hide, or leather and carried on the 
forearm. They come in a variety of 
shapes and sizes. The most familar is 
the “heater‘‘—a flat top with a curving. 
pointed bottom. Some very small shields 
are made from metal; many wooden 
shields have metal rims. 


Shield +1 250 2,500 1011-42 
Shield +2 500 5,000 1011-42 
Shield +3 800 8,000 2011-124 
Shield +4 1,200 12,000 2011-124 
Shield +5 1,750 17,500 2011-124 
Shield, Aegis +5 Relic Fe 2108-106 
Shield, Berserking, Thillonrian +2 1,200 12,000 2023-087 
Shield, Buckler +1 150 1,500 2017-088 
Shield, Buckler +2 350 3,500 2017-088 
Shield, Buckler +3 650 6,500 2017-088 
Shield, Buckler, Shoon’s +2 400 4,000 FRO4-32 
Shield, Caloric 500 5,000 POLY047-27 
Shield, Discus 1,000 10,000 DRAG037-47 
Shield, Dzance’s Guardian +0 1,000 10,000 FR04-30 
Shield, Energy Drain +1 2,000 20,000 new item 
Shield, Energy Drain +2 3,000 30,000 X10-41 
Shield, Goblin of the Pomarj +2 1,250 7,500 2023-087 
Shield, Greyhawk +3 1,050 10,500 2023-087 
Shield, Grimjaw +0 1,000 10,000 DRAG089-18 
Shield, Grimtooth 800 3,000 FR04-30 
Shield, Hawkstone’s Bulwark +2 1,500 9,000 FR04-30 
Shield, Hephaestus +3 3,000 30,000 2006-17 
Shield, Holy +1 750 6,000 new item 
Shield, Holy +2 1,000 8,000 POLY058-09 
Shield, Holy, of the 700 7,000 DRAG179-68 
Shield, Huma +3/+5 1,500 15,000 2021-093 
Shield, Impenetrable, Kiahn 4,000 40,000 DRAG040-28 
Shield, Kirith-Kanoi +3 1,200 12,000 POLY043-21 
Shield, Laeral’s Spell +1 500 5,000 FRO4-31 
Shield, Lorin, of +2/+3 550 5,500 DLE3-063 
Shield, Medicine 1,000 5,000 DUN G032-63 
Shield, Medusae 3,000 18,000 PHB R1-116 
Shield, Missile Attractor —1 750 2100-182 
Shield, Missile Attractor -2 — 1,500 new item 
Shield, Missile Attractor -3 - 2250. new item 
Shield, Missile Protector +1/+4 400 4,000 2100-182 
Shield, Proof against Acid 500 2,500 new item 
Shield, Proof against Cold 500 2,500 DRAG179-68 
Shield, Proof against Electricity 500 2,500 DRAG179-68 
Shield, Proof against Fire 500 2,500 DRAG179-68 
Shield, Proof against Heat 500 =. 2,500 new item 
Shield, Protection, Dragon 1,100 11,000 DRAGO99-52 
Shield, Reptar’s Wall 1,000 6,000 DRAGO89-14 
Shield, Reptar’s Wall +1 2,000 12,000 FR04-31 
Shield, Thurbrand’s Protector +1 5,000 25,000 FR04-33 
Shield, Tortoise DRAG179-68 
Shield, White +4 1,200 12,000 IMAG029-36 


| 
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Name 


Shirt, Invulnerability, Silken, 

Shirt, Invulnerability, Silken, 
Drowning 

Shirt, Invulnerability, Silken, 
Fire and Cold 

Shirt, Invulnerability, Silken, 
Missile Weapons 

Shirt, Invulnerability, Silken, 
Poison Immunity 

Shirt, Protection +1 

Shirt, Protection +2 

Shirt, Protection +3 

Shirt, Protection +4 

Shirt, Protection +5 

Shirt, War AC 1 

Shirt, War AC 2 

Shirt, War AC 3 

Shirt, War AC 4 

Shirt, War AC 5 

Shirt, War AC 6 


EP Cost Book/Page 


Ship 


“Ship” is a generic term for large 
craft made to carry cargo and passen- 
gers across great expanses of water or 
into wildspace. Generally a vessel is 
called a ship if it is at least 30 feet long, 
has a hull completely enclosed by a 
deck, and is built strongly enough to 
withstand a journey on the open sea. 
See the Barge, Boat, Canoe, Galley, and 
Xebec entries for other magical exam- 
ples. 


70,000 700,000 GAZ09-43 


Shirt 


A shirt is a general-purpose garment 
that covers the top half of the body. It 
usually has sleeves. A shirt can be made 
of almost any king of light-or medium- 
weight cloth. Wool, linen, cotton are 
most common. Generally, the more 
comfortable the shirt’s material, the 
higher the shirt’s price. 


AC4 6,000 30,000 HR1.66 
1,500 10,500 HR 1.66 
2,000 14,000 HR1-66 
1,800 13,000 HR1-66 
1,500 12,500 HR 1-66 
1,000 10,000 HR1-66 
2,000 20,000 HR1-66 
3,000 30,000 HR1-66 
4,000 40,000 HR1-66 
5,000 50,000 HR1-66 
5,000 50,000 DUNG032-63 
4,000 40,000 DUNG032-63 
3,500 35,000 DUNGO032-63 
3,000 30,000 DUNG032-63 
2,500 25,000 DUNG032-63 
2,000 20,000 DUNG032.63 
Shoe 


A shoe is a sturdy article that com- 
pletely encloses the foot, top and bot- 
tom. Any footwear that reaches above 
the ankle, however, is more properly 
called a boot. A good shoe has a sturdy 
sole, and stiff uppers that protect and 
support the foot in all but the roughest 
terrain. See the Boot, Slipper, and San- 
dal entries for more information and 
magical options. 


Name 


Shoe, Fharlanghn 

Shoe, Leaping & Tumbling 
Shoe, White Bronze 

Shoe, Woodland 


Shot, Mage, Dust 
Shot, Mage, Ring 
Shot, Mage, Shatter 


Shot, Mage, Termite 
Shot, Mage, Warp 


Shovel, Animation 
Shovel, Digging 
Shovel, Gravedigging 
Shovel, Interment 


Shovel 

EP Cost Book/Page 
2,000 20,000 2017-103 
2,500 20,000 POLY036-27 
1,000 5,000 PC1-60 
750 2,500 POLY 047-27 


Shot 


The term “mage shot” is the common 
name for unusual enchanted accelera- 
tor, bombard, catapult, or jettison am- 
munition used aboard spelljammers. 
There are several different varieties 
that produce different effects when they 
hit. Mage shot that misses its target 
dissipates harmlessly into space. 


100 1,000 1072a-83 
100 ‘1,000 1072a-83 
80 750 DRAGI159-17 
150 1,400 SJR2-72 
50 450 DRAG159-17 
90 900 1072a.84 
70 630 DRAG159-17 
100 850 SJR2-72 
Shovel 


Like the pick, a shovel is a standard 
miner's tool. Ordinary shovels have 
wooden handles about four feet long, 
fitted with metal blades. Most shovel 
blades are slightly curved for carrying 
loose dirt and have blunt points to 
penetrate firm earth. Magical shovels 
tend to be indistinguishable from nor- 
mal ones. 


700 4,200 AC04-060 
600 3,600 AC04-060 
500 = 3,000 AC04-060 
400 2,400 AC04-061 
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Shrine 


Name EP 


Shrine 


Ashrine is a special structure dedi- 
cated to a deity. In the lands of Kara- 
Tur, shrines are carried like palanquins. 
Long poles allow teams of about 20 
bearers to move the shrine about. Most 
eastern monasteries and temples have 
shrines and they are often carried into 
battle by a squad of priests. 


1,000 


Sickle 

A sickle is a farm implement consist- 
ing of a crescent-shaped blade mounted 
on a short handle. It is used for cutting 
weeds, grass, and grains. Peasants or 
adventurers who have no weapon and 
are forced to make do with whatever 
they can find use them as weapons. 
Druids favor the sickle because of its 
strong association with agriculture. 
Golden sickles are used to harvest 
mistletoe as a component for druidie 
spells. 


Shrine, Minyan 


Sickle +1 400 2,000 new item 
Sickle +2 800 4,000 new item 
Sickle +3 1400 7,000 new item 
Sickle +4 2,000 10,000 new item 
Sickle +5 3,000 15,000 new item 
Sickle —1 Cursed — 1,000 new item 
Sickle, Adamant, Cronos’ +5 Relic r 2006-15 
Sickle, Black Blightbringer 1,000 10,000 FRO02-63 
Sickle, Golden 600 6,000 FRO2-63 
Sickle, Lycanthropy +1 800 4,000 new item 
Sickle, Lyeanthropy +2 1,200 6,000 LNA3-51 


Sighting System 


Gnomes commonly use the secure 
sighting system device to secretly watch 
the surface from their burrows. It con- 
sists of a long tube with mirrors and 
lenses, mounted on a swivel. It comes 
with cranks and levers to push it up, 
pull it down, or to rotate it. A system of 
counter weights helps to lift the tube. 
The device allows clear sight for 120’. 
Each time it is pushed up, there is a 
10% chance the counterweights will 
push too fast and launch the tube up 
into the air, or cause the tube to remain stuck in its shaft until re- 
paired. 


Sighting System, Secure 75 750 AC11-092 


Shin 


Name EP Cost 


Book/Page 


Sign 

The palm sign is a very important 
symbol in desert cultures. It magically 
appears on the palm of the woman 
chosen by fate to be the bride of the 
sheik of the oasis. The mark also ap- 
pears on the palm of the woman be- 
trothed to the sheik’s first-born son. 


Sign, Palm Relic P 14-32 


Simulacrum 


A simulacrum is a magical construct 
that simulates a living creature. The 
type described here produces a dark, 
sweet elixir. The simulacrum is a color- 
ful box standing on one end. Its usual 
colors are red, white, and blue. Glowing 
runes read “Cola,” “Exact Change 
When Lit,” and other untranslatable, 
arcane sayings. 


Simulacrum, Ardraken’s 
Refreshment - 


Skates 


These are enchanted boots fitted with 
small wheels. Anyone wearing them can 
move at a rate of 24 over any surface: 
water, mud, stairs, etc., even over walls 
and ceilings. When doing so, the wheels 
emit a strange, soft sound which resem- 
bles the purring of a giant cat. 


11,500 AC11-005 


Skates, Roller Hoopers, of the 3,000 DRAG134-44 


Skin 

Water and wine skins come in a varie- 
ty of shapes, sizes, and materials. The 
most common type is a kidney-shaped 
goatskin bag with a metal cap on the 
narrow end. Others can be made of 
sheepskin, bearskin, or other hide. 
Barbaric races and humanoids (especial- 
ly ores, goblins, and hobgoblins) adorn 
their skins with teeth, horns, or hooves 
of the animal that gave up its hide. 


15,000 


Skin, Pouring, of 500 1066a-82 


2,500 
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Name 


Skull, Death 
Skull, Mezin’s 
Skull, Questions 
Skull, Singing 


EP Cost Book/Page 


Skull 


The skull is the bony structure that 
forms a creatures head and protects the 
brain and most sense organs. Many 
cultures use the skull to frighten ene- 
mies from sacred grounds, while others 
use the bone in many mystical ceremo- 
nies. 


1,000 10,000 | DRAG005-07 

1,200 12,000 1032-095 

Relic P 2006-09 

2,000 20,000  PHBR4-124 
Skyhook 


The term “skyhook”’ is a generic name 
for all hand held gnomish tools. How- 
ever, the term also describes a specific 
kind of gnomish tool with multiple 
functions. Certain extra items may be 
needed for some gnomish projects, such 
as scaffolding for really big jobs, but an 
old gnome saying is, “A good gnome 
needs naught but skyhooks.” 


Skyhook, Glitterlode’s Blessed +1 
Skyhook, Glitterlode’s Blessed +2 
Skyhook, Glitterlode’s Blessed +3 
Skyhook, Glitterlode’s Blessed +4 


700 = 7,000 PC2-40 
1,400 14,000 PC2-40 
2,100 21,000 PC2-40 
2,800 28,000 PC2-40 


Slate, Identification 


Slate 


A slate of identification is a valuable 
device that can identify magical items 
of most sorts, and sometimes can reveal 
an item’s command words. It is a piece 
of very smooth stone held firmly in an 
ornate wooden frame. It is usually about 
three feet square, although larger or 
smaller slates exist. 


1,000 10,000 AC04-061 


Snare 


Name EP Cost Book/Page 


Sling 


This weapon has existed since the 
beginning of recorded history. The basic 
sling consists of a leather or fabric strap 
with a pouch for a missile. The sling is 
held by both ends of the strap and twirl- 
ed above the wielder’s head. When the 
twirling reaches top speed, the missile 
is launched by releasing one of the 
strap’s ends. The sling is a cheap and 
simple weapon, but it takes great skill 
to use one accurately. Although sling 
missiles can quickly kill small game 
animals, the time and space required to launch a sling attack make it 
a poor hunting weapon in close terrain. The sling’s missile is either a 
smooth, rounded stone or a ball of lead. While stones are easier to find 
(any shallow stream has an abundance of smooth stones), a lead bullet 
causes more damage and flies farther. 


Sling +1 400 3,200 new item 

Sling +2 800 6,400 new item 

Sling +3 1,350 11,000 new item 

Sling, Black +3 1,800 15,000 GAZ08-20 

Sling, Seeking +1 350 3,500 new item. 

Sling, Seeking +2 700 ~=—7,000 2100-184 
Slipper 


A slipper is an ornate piece of foot- 
wear used primarily after a character 
retires for the evening. Slippers are 
made of soft, comfortable material; they 
allow the wearer to walk quietly about 
the house or room without waking 
nearby sleepers, Its primary function is 
to protect the user's feet from the cold 
floor when walking about the room 
before and after sleep. 


Slipper, Dancing 500 2,500 DRAG179-73 
Slipper, Dragon 3,000 15,000 PHBR4-124 
Slipper, Drinking 300 = 3,000 AC04-061 
Slipper, Glass 400 4,000 AC04-061 
Slipper, Kicking 750 6,000 2017-103 
Slipper, Ruby 1,000 5,000 DRAG045-23 
Slipper, Soft Movement 1,000 5,000 DRAG179-73 
Slipper, Spider Climbing 1,000 10,000 2100-179 
Snare 


The snare is an ancient type of trap. 
The simplest variety of snare uses a 
carefully concealed noose attached to a 
heavy object. Once entangled in the 
noose, the victim’s own movement 
draws the noose tight. Other snares use 
a fresh sapling or other springy object to 
tighten the noose instantly. 


Snare, Chilling 1,000 10,000 1060-114 
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Name EP Cost Book/Page 
Snuffer 

A snuffer is a metal rod with a cup on - 

one end. It is used to snuff out candles | 

and other small flames. Snuffers are 

often made of brass or some other at- | 

tractive metal and have handles any- 

where from two inches to three feet 

long. Magical snuffers usually function 

when touched to either the flame or the 

body of a lit candle. 

Snuffer, Death 200 =. 2,000 AC04-061 

Snuffer, Dousing 600 6,000 AC04-061 

Snuffer, Explosion 1,000 10,000 AC04-061 

Snuffer, Serving 200 2,000 AC04-061 

Snuffer, Transference 3,000 30,000 AC04-061 

Soap 


Soap is a very useful (although at 
times rare) commodity usually made | 
from animal or vegetable fat mixed with 
salt or ash. When used with water, soap 
creates a slippery foam that removes 
the dirt, filth, and odor from the body, 
clothing, or gear. Soap’s fat content also 
allows it to be used as a lubricant or 
temporary waterproofing agent. 


Soap, Abrasion 100 1,000 AC04-061 

Soap, Scented 150 1,500 DRAG163-21 

Soap, Washing 200 2,000 AC04-061 
Sock 


Socks are knitted or cloth garments 
worn on the feet. They help protect the 
feet from cold and from chafing against 
boots or shoes, which can be very rough- 
ly made. Socks also absorb odors and 
protect footgear from perspiration and 
natural oils from the wearer's skin. 


DRAG030-37 


Sock, Dryness 300 3,000 


Solution 


The ultimate solution is a strange and : : | 
magical liquid that appears to be noth- 
ing more remarkable than some sort of 
minor oil or potion. However, the solu- ej | 
tion can immediately dissolve any 
magical and nonmagical glue, cement, 
adhesive, or other sticky material to 
which it is applied. 


Solution, Ultimate 1,000 7,000 2017-103 


Name EP Cost Book/Page 


Solvent 


The universal solvent is a magical 
liquid which for all practical purposes is 
identical to the ultimate solution. It 
instantly dissolves anything sticky. 
Sages speculate that rival alchemists 
created these two liquids. Perhaps the 
discovered it simultaneously or perhaps 
one stole the formula from the other. 


1,000 


7,000 


Solvent, Universal 2100-181 


Soup 


Soup is a liquid food made from boil- 
ing meats, fish, vegetables, and other 
ingredients in water. Both the broth and 
the ingredients are eaten. Most soups 
are eaten hot, but some are served cold. \ ? 


3,000 DRAGO76-17 


Soup, Find Familiar 300 


Spade 


The spade of colossal excavation is a (eo ] 
tool, 8’ long with a shovel-like blade 2’ Sy 
wide and 3’ long. Any warrior with a 

strength score of 18 or more can use it 

to dig great holes. One cubic yard of 

normal earth can be excavated in one 

round, After 10 rounds of digging, the 

user must rest for five rounds. Gravel or 

hard clay takes twice as long to dig 

through. 


Spade, Colossal Excavation 1,000 6,500 2100-180 


Spear 


i 


3,000 2011-125 
6,500 2011-125 
15,000 2011-125 
20,000 2011-125 
25,000 2011-125 


The spear dates back to the most | 
primitive times. The first spears were | 
simply wooden poles or sticks sharpened 
at one end. When fire was discovered 
and mastered, spear points were hard- 
ened by charring. As people became 
more adept at using tools, spears were 
fitted with stone heads, and later iron 
and steel heads. | 


Spear +1 500 
Spear +2 1,000 
Spear +3 1,750 
Spear +4 2,000 
Spear +5 3,000 
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Spectacle 
Name EP Cost Book/Page 
Spear, Alkarg 1,800 15,000 DRAG 078-56 
Spear, Backbiting +1 = 1,200 2003-48 
Spear, Backbiting +2 — 1,500 2003-48 
Spear, Backbiting +3 = 1,800 2003-48 
Spear, Breathing 600 3,000 1013-58 
Spear, Charming 800 = 4,000 1013-58 
Spear, Cursed Backbiter _ 1,200 2100-184 
Spear, Deceiving 200 1,000 1013-58 
Spear, Defending 800 4,000 1013-58 
Spear, Deflecting 800 4,000 1013-58 
Spear, Draining 1,000 5,000 1013-58 
Spear, Extinguishing 800 4,000 1013-58 
Spear, Finding 2,000 10,000 1013-58 
Spear, Flaming 1,200 6,000 1013-58 
Spear, Flying 1,000 5,000 1013-58 
Spear, Gungnir +5 Relic Pi 2006-22 
Spear, Hadrion’s +3 3,000 30,000 POLY043-21 
Spear, Healing 3,000 15,000 1013-58 
Spear, Heartseeker +2 1,750 15,000 1066a-91 
Spear, Hiding 1,200 6,000 1013-58 
Spear, Holding 1,000 5,000 1013-58 
Spear, Lightning 4,000 21,000 101 3-58 
Spear, Reed-Stalk 500 2,500 HR1-66 
Spear, Returning 1,000 5,000 X07-32 
Spear, Sharks +2/+4 1,500 10,000 DRAG048-12 
Spear, Silencing 800 3,800 1013-58 
Spear, Slicing 900 4,500 1013-58 
Spear, Slowing 800 4,000 1013-58 
Spear, Smoke 4,000 20,000 FRE1-42 
Spear, Speeding 750 3,500 1013-58 
Spear, Translating 1,000 1,500 10 13-58 
Spear, Watching 1,000 2,000 1013-58 
Spear, Wishing 1,200 12,000 1013-58 
Spectacle 

Spectacles are lenses of crystal or i a | 
glass set in metallic frames. These 
lenses enable their users to see the 
details that their eyes would normally ] 
be unable to perceive. Enchanted spec- eS 


tacles bestow extraordinary powers of 

sight. See the Glasses, Eyeglass, and 

Eye entries for more magical possibili- | 
ties. | | 


oes | 


3,500 15,000 DUNGO 11-62 
1,300 13,000 SJR2-70 


Spectacle, Sight 
Spectacle, True Seeing 


Speculum 


A speculum is a finely polished piece | 
of silver or other reflective metal that 
can be used as a mirror. The drow have > | 
invented the signal speculum. This is a 
metal plate that magically heats itself. U 
It provides warmth and allows the user 
to flash messages that are visible to 
creatures with infravision. 


Speculum, Signal 50 15 FOR2-80 


Spide r 


Name EP Cost 


Book/Page 


Spelljammer Detector 


This rare and expensive item looks 
something like a huge insectoid face 
that stares blankly into the void of 
space. The detector shows the location of 
all man-sized or larger objects within a 
20,000 yard radius. A helmet of liaison 
is needed to use the detector. Informa- 
tion found by the detector is relayed in 
exact detail to the helmet’s wearer. 
When the helmet is put on, the wearer 
gains a clear and complete mental Ll 
picture of the space within the detector’s 
range. That is, he is aware of the exact position, appearance, and 
motion of all man-sized and larger objects within 20,000 yards. Using 
the detector is as fatiguing as manning a spelljamming helm, and is 
subject to the same requirements for resting afterward. 


Spelljammer Detector — 10,000 1072a-85 


Sphere 


Spheres are ball-shaped objects con- 
structed from a multitude of materials. 
They can be leather, sculpted wood, 
rock, crystal, or even chucks of absolute 
nothingness. Spheres are commonly 
used to divine answers beyond the 
user’s normal senses. 


Sphere, Annihilation 4,000 30,000 2100-180 
Sphere, Darkness 2,000 20,000 DRAGO030-37 
Sphere, False Calling — 1,500 DRAG145-42 
Sphere, Glain’s Crystal 500 1,500 IMAGO012-38 
Sphere, Gold, Seven Heavens 2,000 6,000 2121-147 
Sphere, Karnrohb’s Airy 1,500 15,000 DLR1-81 
Sphere, Mierest’s Starlit 200 2,000 FRO4-45 
Sphere, Warning 5,000 25,000 DRAG145-42 
Spider 


Gigantic (15 feet tall) spider statues 
often guard gates to drow cities and the 
entrances to drow temples, vaults, and 
the dwellings of rich drow nobles and 
powerful wizards. These animated stone 
constructs are known as jade spiders 
because their mandibles and saw-edged 
legs are studded with a particular sort 
of magically-treated jade. Umber hulks 
are nauseated and repelled by the pres- 
ence of this substance which is corrosive 
to their scaly hides (double damage per 
contact) and do not willingly approach within 60 feet, or try to move 
past them; the hulks almost always retreat to hunt elsewhere. 


Spider, Jade 10,000 65,000 FOR2-78 
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Spiderwalker 


The spiderwalker is an enchanted 
being created from the body of a dried 
tarantula. When imbued with the 
powers of hishna (Maztican talonmagic), 
the spiderwalker becomes a deadly 
terror, It can only be activated at night, 
and it lasts for the duration of that 
night only. It ceases to function when 
the first rays of the sunrise. 


Spiderwalker 500 2,500 1066a-91 


Spike 
A spike is essentially a large iron nail. 
One end is pointed and the other gener- 
ally has a hole like the “eye” of a needle | 
or a flat head. Spikes can be used to 
wedge doors open, provide grips for 
climbing or anchors for ropes, and so 
forth. A hammer or mallet is needed to | 
drive a spike into wood or other tough i 
| 


materials, 
10,000 FR11-43 


Spike, Blast 1,000 


Sponge 


A sponge is a natural product that 
comes from an immobile, bottom- 
dwelling sea creature. When the animal 
is removed from the sea, its skeleton is 
continually crushed in the palms or 
between rocks for a short time, and it 
becomes very soft and absorbent. When- 
ever it touches water, the sponge will 
soak up a great deal of the moisture, 
which can be easily removed again by | 
wringing the sponge out. 


Sponge, Ever-Damp 100 


Spoon 


Magical spoons can be found nearly 
anywhere. They may be small or large, | 
wood or metal, plain or decorative. 

Often, an enchanted spoon's owner 
never realizes he has a rare gift, even 
when living with the item for his whole 


life. Vg 

L ==] 
Spoon, Birth 1,000 5,000 AC04-062 
Spoon, Eating 100 500 DRAG030-36 
Spoon, Medication 1,000 10,000 AC04-062 
Spoon, Mixing 1,500 15,000 PHBR 4-125 
Spoon, Murlynd’s 750 4,000 2100-175 


Staff 

Name EP Cost Book/Page 

Spoon, Musical 100 1,000 AC04-062 

Spoon, Sticking 50 500 AC04-062 

Spoon, Stirring 500 5,000 2017-103 

Spoon, Sugar 100 1,000 AC04-062 
Spore 


When a creature inhales air spores, [ 
the spores work their way into the 
lungs. There they grow, reproduce, and 

die. While living out their lives, they GA 

create oxygen that the host body can o 
use to breathe when deprived of oxygen 
from the environment. The air spore 
colony can live for 2d4 days. 


L = 


Spore, Air 500 2,500 2121-132 


Spray 


A spray, or atomizer, is a container | } 
that holds a liquid and can discharge it 
into a fine, airborne mist. Sprays are 
generally luxury items, sually used for 
applying cologne or perfume. Other uses 
exist, however. For example, a spray can 
lightly cover an large area with mist, 
making the greatest possible use of the 
liquid. 


Spray, Plant Death 500 5,000 DRAGO76-17 


Spy 


This magical device consists of a 
rotating metal dish mounted on a re- 
tractable arm. Small gnomish cranks 
and levers are used to move the dish 
and arm. A gold wire links the dish to a | 
crystal ball with ESP. As the dish ro- 
tates, it scans the area around it and | 
sends the information to the crystal ball | 
where a visible image of the area is 
created. 


Relic P AC11-091 


Staff 


Staves are five to six feet long and 
about an inch and a half thick. Staves 
are typically fashioned of wood, often 
carved, usually metal bound, and as 
likely to be knobby or and twisted as 
they are to be smooth and straight. 
They can be unadorned or fitted with 
metal or crystal heads. Staves, like 
wands and rods, are powered by 
charges. A stave typically has from 20 
to 25 (19 + 1d6) charges when found. 
Some staves can be recharged according 


Spy, Marianita’s Relentless 
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to the rules for making magical items. Once all the charges are used, 
the staff is rendered non-magical and cannot be recharged. Unless 
inapplicable or otherwise specified, spells discharged from staves 
function as though cast by an 8th level wizard with respect to range, 
duration, area of effect and damage inflicted. If the DM desires, un- 
leashing the power of a staff can require a specific command word or 
phrase that must be discovered or researched separately from the item 
itself. This command can be as simple as a single word (such as 
“theal”) or could be as complicated as a rhyming phrase that must be 
adjusted to fit the circumstances (“I touch this elf; restore his health,” 
or “In this moment of great toil, I command thee staff: uncoil!"’). Since 
command words are the key to great power, wise owners will memo- 
rize them and destroy all other evidence. Indeed, knowledge of com- 
mand words can be used as a bargaining point in surrender 
negotiations. See the Quarterstaff entry (page 114) for additional 
magical possibilities, 


Staff, Abyss, of the 10,000 50,000 FOR2-74 
Staff, Aquatic Wizardry 10,000 50,000 DLR1-82 
Staff, Avanrakkash 10,000 75,000 CN3-037 
Staff, Battle 1,000 5,000 DRAGI73-31 
Staff, Blue Crystal, Mishakal Relic P 8446-71 
Staff, Cat 6,000 13,000 DRAGO99-50 
Staff, Cirulon 1,000 7,500 DLE3-062 
Staff, Command 5,000 25,000 2100-154 
Staff, Commanding 5,000 25,000 1071-236 
Staff, Couatl 7,500 2,000 DRAG086-26 
Staff, Curing 6,000 25,000 2100-154 
Staff, Devotion 7,000 35,000 DRAG179-72 
Staff, Disjoining 4,500 22,500 DUNG035-09 
Staff, Dispelling 5,000 25,000 1013-51 
Staff, Displacement 6,000 30,000 DRAG173-31 
Staff, Divergence 1,000 5,000 DRAGI173-32 
Staff, Druid 10,000 50,000 FR02-62 
Staff, Element, Air 10,000 50,000 2121-130 
Staff, Element, Air & Water 20,000 45,000 1013-51 
Staff, Element, Earth 10,000 50,000 2121-130 
Staff, Element, Earth & Fire 20,000 45,000 1013-51 
Staff, Element, Fire 10,000 50,000 2121-130 
Staff, Element, Water 10,000 50,000 2121-130 
Staff, Elemental Power 3,000 75,000 1013-51 
Staff, Ethereal Action 7,000 15,000 FRO4-48 
Staff, Flames 8,000 40,000 DRAG179-72 
Staff, Fraz-Urb'luu, of Relic P 2016-39 
Staff, Fury 8,000 40,000 FR10-82 
Staff, Gnatmarsh 4,000 20,000 2023-074 
Staff, Harming 4,500 35,000 X10-41 
Staff, Healing 5,000 40,000 1013-52 
Staff, Hornwood 4,000 15,000 2023-074 
Staff, Hotspur’s Selecto 65 650 AC11-055 
Staff, Kitsyrral 3,500 35,000 WGA3-57 
Staff, Ky Trencha 3,000 30,000 1032-125 
Staff, Lower Planes, of the Relic Pp 2016-30 
Staff, Mace- 1,500 12,500 2100-154 
Staff, Magi, of the 15,000 75,000 2100-154 
Staff, Magius 15,000 75,000 2021-097 
Staff, Miracles 4,000 20,000 DRAG173-32 
Staff, Moonglow, of the 3,000 15,000 DRAG173-34 
Staff, Necromancer 13,000 65,000 FR10-82 
Staff, Night 3,000 15,000 DRAG173-32 
Staff, Ninja 5,000 25,000 DRAG126-50 
Staff, Oceans 8,000 20,000 1032-077 
Staff, Osiris 1,500 7,500 FR10-85 
Staff, Power 12,000 60,000 2100-154 
Staff, Recording 2,000 10,000 AC08-007 
Staff, Rilantaver’s 3,000 15,000 DRAG173-30 


Name EP 
Staff, Sands, of the 8,000 
Staff, Savona 2,500 
Staff, Scrivening 3,000 
Staff, Sea, of the 8,000 
Staff, Serpent, of the 7,000 
Staff, Shock, Greater 2,000 
Staff, Shock, Lesser 1,000 
Staff, Silence 1,500 
Staff, Skull, Greater 1,800 
Staff, Skull, Hepmonaland 5,000 
Staff, Skull, Lesser 900 
Staff, Snake 7,000 
Staff, Spear +1 1,000 
Staff, Spear +2 1,500 
Staff, Spear +3 2,000 
Staff, Spear +4 2,500 
Staff, Spear +5 3,000 
Staff, Spell Focusing 6,000 
Staff, Spheres 4,000 
Staff, Strike-ing 600 
Staff, Striking 6,000 
Staff, Striking (Local 531) = 
Staff, Striki ing 8,000 
Staff, Surprises 4,000 
Staff, Swarming Insects 100* 
Staff, Thunder & Lightning 8,000 
Staff, Viper 7,000 
Staff, Vision 5,000. 
Staff, War, Nyrond 5,000 
Staff, Winds, of the 8,000 
Staff, Withering 8,000 
Staff, Wizardry 15,000 
Staff, Woodlands, of the 8,000 


* Per charge, this staff cannot be recharged 


Stair 


collapsing. 
Stair, Ascending 1,000 
Stair, Breaking 100 
Stair, Cold 1,200 
Stair, Descending 1,000 
Stair, Endless 15,000 
Stair, Judgement 1,500 
Stair, Slipping 1,000 


Cost 


40,000 
12,500 
15,000 


10,000 
10,000 
12,000 
10,000 
75,000 
15,000 
15,000 


Stair 


Book/Page 


DRAG179-72 
LC3-13 
DRAG173-32 
DRAG179-72 
2100-154 
U3-44 

U3-44 
DRAG173-32 
FR04-48 
2023-074 
FRO4-48 
1011-45 
2100-154 
2100-154 
2100-154 
2100-154 
2100-154 
DRAG091-56 
DRAG173-33 
DRAG120-19 
2100-155 
DRAG156-27 
2021-091 
DRAG173-34 
2100-155 
2100-155 
HWR1-60 
DRAG173-34 
2023-075 
DRAG179-72 
2100-155 
1012-62 
2100-155 


A magical stair is a wooden board, 
usually five feet long, one foot wide, and 
one-half inch thick. When placed on a 
floor and commanded, it creates a magi- 
cal wooden stairway of some sort that 
remains until commanded to vanish or 
dispelled. Most stairways can support 
up to 2,000 pounds (one ton) without 


AC04-062 
AC04-062 
AC04-062 
AC04-062 
POLY058-10 
AC04-062 
AC04-063 
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Standard 


Magical standards are elaborately 
carved representations of animals used 
for troop identification in battle. They 
depict native animals or monsters. They 
are mounted atop long, lance-like staves 
and carried into battle. Each standard 
has its own special power that is indi- 
cated by its form, 


Standard, Camel 1,500 7,500 HWR2-d36 
Standard, Fox 1,500 =—7,500 HWR2-d36 
Standard, Hawk 1,500 7,500 HWR2-d36 
Standard, Hyena 1,500 7,500 HWR2-d36 
Standard, Ibis 1,500 7,500 HWR2-d36 
Standard, Ostrich 1,500 7,500 HWR2-d36 
Standard, Panther 1,500 7,500 HWR2-d36 
Standard, Phoenix 1,500 7,500 HWR2-d37 
Standard, Viper 1,500 7,500 HWR2-d37 
Star 


The term “star’’ describes two special 
types of gem. One type is cut into the 
shape of a star, usually with six or more 
points.The second type of “star” gem is 
round, smooth, and fairly clear. Light 
reflecting off such a gem forms a star- 
shaped pattern on its surface. See the 
Gem listing (page 61) for more magical 
varieties 


Star, Celene 500 2,000 2023-084 
Star, Holy, Bright Desert 1,000 6,000 2023-080 
Star, Khan-Pelar 1,000 = 4,500 15-32 
Star, Khorala 1,000 5,000 2006-50 
Star, Mo-Pelar 1,000 6,000 15-32 
Star, Shah-Pelar 1,000 5,000 15-32 


Statue 


Statues are carved pieces of wood, 
stone, or marble, that have been crafted 
to resemble a particular person or other 
important object or animal. Statues can 
also be produced by pouring molten 
metal, ceramics, or plaster into a mold. 


Statue, Cat of Felkovic 5,000 25,000 1053-058 
Statue, Power, Medic with Bag 1,500 7,500 1072a-86 
Statue, Power, Old Captain 

with Pipe 1,900 9,500 1072a-86 
Statue, Power, Pirate with Pegleg 1,400 7,000 1072a-86 
Statue, Power, Pirate Mate with 

Rapier and Parrot 900 64,500 1072a-86 


Name EP 


Statue, Power, Sails-Boy with 
Rope 

Statue, Power, Old Salty with 
Raincoat 

Statue, Power, Skipper with Hat 

Statue, Power, Swabbie with 
Bucket 

Statue, Power, Weaponsmaster 

Statue, Power, Whaler with 
Harpoon 

Statue, Singing 

Statue, Substitution 


900 


800 
1,000 


700 
800 


800 
1,000 
500 


Stick 


A stick is a simple piece of wood, 
usually, pulled, broken, or rotted off a 
tree. Once detached, the leaves and side- 
branches are removed to make using it 
more comfortable for the wielder. Plac- 
ing an enchantment on such a humble 
item would be daunting task, but at 
least a few spell casters have succeeded 
in doing so. 


Stick, Black 

Stick, Gnatch’s Steam 
Stick, Riding 

Stick, Rune 

Stick, Standing 


2,000 
1,000 
800 
900 
500 


Stirrup 


A stirrup is a leather strap attached 
on each side of a saddle by a hook and 
several ties The strap ends in a metal 
foot rest with can be either a ring or 
pointed cup. A stirrup’s primary func- 
tions are to help a rider climb into the 
saddle and to help keep the rider on the 
mount while delivering a forceful blow 
or when struck by such a blow. 


Stirrup, Horsemanship 2,500 


Stocking 


Stockings are long, tight-fitting gar- 
ments that are often worn in place of 
socks. Stockings protect the whole leg, 
whereas socks only keep the feet and 
the lower half of the calf warm. Many 
cultures frown upon men’s stockings. 
However, chilly northern climates gen- 
erally prompt everyone to wear stock- 
ings especially in cultures where 
trousers haven’t been invented. 


400 
1,000 


Stocking, Mystery 
Stocking, Summoning, Elf 


Cost 


4,500 


4,000 
5,000 


3,500 
4,000 


4,000 
5,000 
10,000 


Stocking 


Book/Page 


1072a-86 


1072a-87 
1072a-87 


1072a-87 
1072a-87 


1072a-87 
2021-092 
DRAG126-50 


ci 


20,000 
5,000 
4,000 
4,500 
2,500 


12,500 


2,000 
5,000 


X11-60 
DCDLO08-25 
HR1-66 
FRO2-62 
DRAG030-36 


DRAG126-51 


1& 


POLY023-23 
POLY023-23 
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Stone 


Stones are chunks of solid earth or 
mineral that are smaller than rocks (see 
page 119) that have not been reduced to 
sand through the forces of nature: wind, 
rain, water, ice, and snow. Magical 
stones are generally polished to a bril- 
liant shine. See the Rock entry (page 
119) for additional magical possibilities. 


Stone, Attraction, Avian 


200 1,000 DRAGO073-40 
Stone, Bezoar 400 2,000 CN3-037 
Stone, Cleaning 500 2,500 DRAGO73-36 
Stone, Coruskian 1,500 8,000 2023-078 
Stone, Dancing Lights 600 3,000  POLY059-26 
Stone, Darkness 600 3,000 LNA2-87 
Stone, Dream 1,000 5,000 DLE1-061 
Stone, Earth Elemental Control 1,500 12,500 2100-180 
Stone, Ebon 1,000 5,000 DRAGO085-52 
Stone, Everburning 500 5,000 FR10-84 
Stone, Glowstone 1,400 14,000 PR11-44 
Stone, Good Luck 3,000 25,000 2100-180 
Stone, Gul, of Relic P DUNG030-45 
Stone, Immunity, Cold 1,000 5,000 POLY023-12 
Stone, Lode 400 2,000 DRAG030-37 
Stone, Lock 3,000 25,000 DCADO02-25 
Stone, Mysterious Sounds 500 5,000 DRAGO099-52 
Stone, Nanorion Relic 55,000 2006-59 
Stone, Philosopher's 1,000 10,000 2100-176 
Stone, Sampling 1,200 12,000 POLY061-09 
Stone, Shielding 100 500 1060-119 
Stone, Sponge 2,000 15,000 DRAG048-85 
Stone, Standing Relic P 2108-060 
Stone, Travel, All-Round Vision 200 2,000 DUNGO031-08 
Stone, Travel, Clairaudience 200 = 2,000 DUNG031-08 
Stone, Travel, Clairvoyance 200 2,000 DUNG031-08 
Stone, Travel, Combat Mind 200 2,000 DUNGO031-08 
Stone, Travel, Conceal Thoughts 200 2,000 DUNG031-08 
Stone, Travel, Danger Sense 200 2,000 DUNGO31-08 
Stone, Travel, Know Direction 200 2,000 DUNGO031-08 
Stone, Travel, Lend Health 200 2,000 DUNG031-09 
Stone, Travel, Life Detection 200 2,000 DUNG031-09 
Stone, Travel, Object Reading 200 2,000 DUNGO031-09 
Stone, Travel, Poison Sense 200 2,000 DUNGO31-09 
Stone, Travel, Psychic Messenger 200 2,000 DUNGO31-09 
Stone, Travel, Sensitivity to 
Psychic Impressions 200 2,000 DUNG031-09 
Stone, Travel, Spirit Sense 200 2,000 DUNG031-09 
Stone, Ward 500 2,500 DLR1-82 
Stone, Warfu, Black 500 5,000 1032-064 
Stone, Warfu, Blue 500 5,000 1032-064 
Stone, Warfu, Crystal 500 = 5,000 1032-064 
Stone, Warfu, Green 500 5,000 1032-064 
Stone, Warfu, Opal 500 =—-5,000 1032-064 
Stone, Warfu, Red 500 5,000 1032-064 
Stone, Warfu, Violet 500 = 5,000 1032-064 
Stone, Warfu, White 500 5,000 1032-064 
Stone, Warfu, Yellow 500 5,000 1032-064 
Stone, Warmth 1,000 5,000 DRAGO073-39 
Stone, Weight = 1,000 2100-180 
Stone, Well, Cursed - 1,000 DRAG145-42 
Stone, Well, of the 400 4,000 DRAG145-42 


Name 


String, Attachment 
String, Lashing 
String, Pearls 
String, Shackles 
String, Tangle 
String, Warding 


Stylus, Scribing 


Styl us 


EP Cost Book/Page 


String 


String is a thin cord, usually woven 
out of flax. Magical string may be found 
in lengths ranging from a few feet to 50 
feet or more. Longer pieces generally 
are rolled into compact balls. Many 
magical strings cannot be broken or 
harmed by force, even from magical 
weapons, but can be destroyed by any 
damage-causing spell, any dragon 
breath (except gas), and by normal fire. 


50 250 AC04-063 

200 1,000 AC04-063 

500 2,500 AC04-063 

1,000 5,000 AC04-063 

400 2,000 AC04-063 

1,000 5,000 AC04-063 
Strongbox 


Strongboxes are very sophisticated 
safes. They are designed to be considera- 
bly difficult for thieves and burglars to 
break into. Strongboxes are often heavi- 
ly weighted and difficult to move as 
well, It often requires a half-dozen 
strong men or a series of pulleys to pick 
up a strongbox. 


3,000 30,000 DRAGO073.38 


Stylus 


The stylus of scribing is an implement 
made from black stone. When the user 
touches it and utters the command word 
written on it, the stylus animates itself. 
Once the stylus is activated, the next 
three words the user speaks will be 
graven deeply and clearly on any non- 
magical non living surface mentally 
selected by the caster. If no surface is 
chosen, the DM should randomly choose 
a nearby stone surface. 


100 500 1060-119 
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Suite 


Name EP Cost 


Book/Page 


Suite 


Balthazar's suite of many delights is a 
luxurious chamber which can house two 
people. The interior is decorated with 
tropical plants, vines, and flowers. A 
huge brazier keeps the temperature 
constant. The occupants are supplied 
with food, water, and other amenities, 
but must pay a gratuity to the cham- 
'ber’s resident servants. 


Suite, Many Delights, Balthazar’s 6,500 400,000 AC11-007 


Sundial 


The sundial is a primitive timekeep- 
ing piece that requires sunlight to 
operate. The sundial’s flat face has 
numerals inscribed on its surface. A 
small, triangular pillar in or very near 
the center casts a shadow upon the face. 
As the sun moves in the sky, the pillar’s 
shadow tracks across the face, pointing 
to the current hour. 


Sundial, Timekeeping 800 


Sweatsuit 


A sweatsuit is a piece of clothing worn [ 
by athletes in training and by over- 
weight people who are trying to quickly 
lose weight. A sweatsuit is made of 
heavy cotton or treated leather, it tight- 
ly closes about each ankle, each wrist 
and the neck, completely enclosing the 
user’s body. Even mild exertion causes 
the wearer to perspire heavily. 


me 


5,000 50,000 


DRAGO72-51 


Sweatsuit +5 


Sweeper 


Gnomish sweepers are nothing more 
than a pair of light ballistae with a 
common mount so they can be fired in 
the same direction at the same time. 
The two ballista bolts are linked togeth- 
er with a piece of chain. When the bolts 
hit an enemy ship or spelljammer, the 
flailing chain damages the rigging and 
crew. 


Sweeper, Gnomish +1 800 8,000 SJR2-72 
Sweeper, Gnomish +2 1,600 16,000 SJR2-72 
Sweeper, Gnomish +3 3,200 32,000 SJR2-72 
Sweeper, Gnomish, Super 1,000 10,000 SJR1-82 


Sword 


Name EP 


Cost 


Book/Page 


Sword 


Magical swords normally apply their 
bonus (+1, +2, +3, +4, and rarely 
more) to both attack rolls and damage | 
dice. Their values vary widely according 
to their powers, and methods of con- 
struction and level of decoration. Sev- | 
enty percent of the swords listed below 
are long swords, 20% are broad swords, | 
5% are short swords, 4% are bastard | 
swords, and 1% are two-handed swords, Yy 
unless a specific item’s description eZ 
indicates otherwise. Some DMs rule 
that magical weapons shed light and cannot be concealed when 
drawn. However, a magical weapon should never glow until the wield- 
er is aware of its magical properties; a weapon’s light-giving property 
should not be used as a cheap way to identify a magical item. Note 
that the flame tongue, frost brand, holy avenger, life stealing, and 
sharpness swords have special properties with regard to light. 


Sword +1 400 2,000 1011-42 
Sword +1, +2 versus Genies 600 3,000 DRAG179-68 
Sword +2 800 4,000 1011-42 
Sword +2, +3 versus Dao Genies 700 3,500 DRAG179-68 
Sword +2, +3 versus Djinn 

Genies 700 = =©3,500 DRAG179-68 
Sword +2, +3 versus Efreet 

Genies 700 3,500 DRAG179-68 
Sword +2, +3 versus Marid 

Genies 700 = =3,500 DRAG179-68 
Sword +3 1400 7,000 2011-124 
Sword +4 2,000 10,000 2011-124 
Sword +5 3,000 15,000 2011-124 
Sword, Adjatha +2 7,000 35,000 FRO4-55 
Sword, Agility, Arbane’s +2 4,000 15,000 DRAG041-30 
Sword, Albuin +1 5,000 25,000 FRO4-55 
Sword, Angurvadal 4,000 8,000 10 21-64 
Sword, Answering +2 10,000 50,000 T1:4-127 
Sword, Anything 5,000 35,000 2017-089 
Sword, Ar’ondight 5,000 25,000 1021-64 
Sword, Arak +2 4,200 18,000 1053-058 
Sword, Arbane’s Agility +2 4,000 15,000 FR04-56 
Sword, Assassination, Ruby +1 600 3,000 DRAGO91-61 
Sword, Assassination, Ruby +2 1,200 6,000 DRAGO91-61 
Sword, Assassination, Ruby +3 2,100 10,500 DRAGO91-61 
Sword, Assassination, Ruby +4 3,000 15,000 DRAGO91-61 
Sword, Assassination, Ruby +5 4,500 22,500 DRAGO91-61 
Sword, Backstabbing +2 700 7,000 PHBR2-108 
Sword, Balmung 1,500 7,500 1021-64 
Sword, Barisarda 2100 10500 1021-64 
Sword, Blackflame +4 4,100 27,500 GAZ08-20 
Sword, Breathing 600 3,000 1013-58 
Sword, Caeren-Uroth 2,600 13,000 POLY043-20 
Sword, Chain +3 1,500 12,500 DRAG132-06 
Sword, Chaotic — 1,000 POLY036-27 
Sword, Charm Person +2 250 —-2,500 1012-59 
Sword, Charming 800 = 4,000 1013-58 
Sword, Colada 400 2,000 1021-64 
Sword, Cold 800 4,000 2003-46 
Sword, Courtain Relic P 1021-64 
Sword, Cowardice 2,000 10,000 DRAGO91-61 
Sword, Cure Light Wounds +1 2,000 10,000 1011-42 
Sword, Cursed —1 - 400 2100-185 
Sword, Cursed -2 — 600 2100-185 
Sword, Cursed, Berserking +2 — 900 2100-186 
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Name 


Sword, Cursed, Wild Coast 
Sword, Cymrych Hugh +4 
Sword, Cyric’s Sword +2 
Sword, Dancing +1 
Sword, Dancing, Bronze 
Sword, Dancing, Lightning 
Sword, Deceiving 

Sword, Defender +4 
Sword, Defender +5 
Sword, Defending 

Sword, Deflecting 

Sword, Demonbane +3 
Sword, Draining 

Sword, Dreamsinger +3 
Sword, Durandan 

Sword, Ebonbane 

Sword, Ebon Flame +2 
Sword, Edge 

Sword, Emperor's +5 
Sword, Energy Drain +1 
Sword, Equalizer 

Sword, Everstriking, Cursed 
Sword, Excalibur +5 
Sword, Extinguishing 
Sword, Fedifensor +2 
Sword, Final Word Type 
Sword, Finder +3 

Sword, Finding 

Sword, Flamberge 

Sword, Flame +1 


Sword, Flame Tongue +1, +2 vs. 


regenerating creatures, +3 vs. 
cold-using/inflammable/avian, 
+4 vs undead 

Sword, Flaming 

Sword, Flaming, Ukko's 

Sword, Floating +3 

Sword, Flying 

Sword, Fragarach +4 

Sword, Friendship +3 


Sword, Frost Brand +3, +6 Fire- 


Using/Dwelling Creatures 
Sword, Gem +4 
Sword, Giant, of the +5 
Sword, Glorius 
Sword, Gram 
Sword, Guardian 
Sword, Harmonizer 
Sword, Healing 
Sword, Hiding 
Sword, Hofud 
Sword, Holding 
Sword, Holy +5 
Sword, Holy Avenger +5 
Sword, Horus's +3 
Sword, lbratha +1 
Sword, Insanity +1 
Sword, Intercession +2 
Sword, Joyeuse 
Sword, Karnaz, Mighty Blade 
Sword, Kas +6 
Sword, Khopesh, Bladeless +4 
Sword, Lathander’s Blade +3 
Sword, Life Stealing +2 
Sword, Light +1 
Sword, Lightning 
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Cost 


1,000 
40,000 
20,000 
22,000 
35,000 
32,000 
1,000 
15,000 
18,000 
4,000 
4,000 
20,000 
5,000 
18,000 
P 
18,000 
20,000 
16,000 
50,000 
15,000 
50,000 
1,000 
P 
4,000 
20,000 
50,000 
15,000 
10,000 
18,000 
9,000 


4,500 
6,000 
40,000 
25,000 
5,000 
90,000 
15,000 


Book/Page 


2023-088 
FRO2-62 
FRE3-46 
2100-185 
2108-074 
2013-037 
1013-58 
POLY038-30 
2100-185 
1013-58 
1013-58 
DRAG091-60 
1013-58 
WGS1-61 
1021-64 
DUNG031-56 
WG5-25 
WGS2-62 
2108-141 
1012-59 
2023-87 
DRAGO91-61 
2108-032 
1013-58 
DRAG067-39 
2017-105 
LC1-12 
1013-58 
1021-64 
POLY047-26 


2100-185 
1013-58 
2006-41 

1032-036 
1013-58 

T1:4-126 

2021-099 


2100-185 
SJR1-78 
2108-173 
1021-64 
1021-64 
L2-31 
WGS2-62 
1013-58 
1013-58 
2006-25 
1013-58 
R4-27 
2100-185 
2006-03 
FRO4-57 
DRAG091-61 
DRAG091-62 
1021-64 
DRAG040-29 
WGA4-71 
FR10-85 
FRC2-90 
2100-186 
1011-42 
1013-58 


Name 


Sword, Lightning, Dancing 

Sword, Locate Object +1 

Sword, Luck Blade +1 

Sword, Lycanthropes +1/+2 

Sword, Lycanthropes/Shape 
Changers +1/+3 

Sword, Magic/Enchanted 
Creatures +1/+2 

Sword, Mantooth +1/+2 

Sword, Mimung 

Sword, Moonblade 

Sword, Morglay 

Sword, Nagelring 

Sword, Namarra +2 

Sword, Night +1 

Sword, Nine Lives Stealer +2 

Sword, Obedience, Mamluk +1 

Sword, Obedience, Mamluk +2 

Sword, Odin +5 

Sword, Philippan 

Sword, Phoenix +3 

Sword, Planes, of the +1 

Sword, Quickness +2 

Sword, Rage, Stonefist +2 

Sword, Red Death +4 

Sword, Regenerating 
Creatures +1/+3 

Sword, Rel Astran +1/+3 

Sword, Reptiles +1/+4 

Sword, Sauvagine 

Sword, Secondeath +4, +6 vs. 
Undead and Negative Energy 
Beings 

Sword, Shadow 

Sword, Sharpness +1 

Sword, Shiva’s +3 

Sword, Silencing 

Sword, Singing +3 

Sword, Slayer, Black Dragon +2 

Sword. Slaver. Blue Dragon +2 

Sword, Slayer, Brass Dragon +2 

Sword, Slayer, Bronze Dragon +2 

Sword, Slayer, Copper Dragon +2 

Sword, Slayer, Demon +3 

Sword, Slayer, Genie, Dao +2 

Sword, Slayer, Genie, Djinn +2 

Sword, Slayer, Genie, Efreet +2 

Sword, Slayer, Genie, Marid +2 

Sword, Slayer, Giant +2 

Sword, Slayer, Goblin +2/+4 

Sword, Slayer, Gold Dragon +2 

Sword, Slayer, Green Dragon +2 

Sword, Slayer, Mammal +1, +3 
Good Alignment 

Sword, Slayer, Red Dragon +2 

Sword, Slayer, Silver Dragon +2 

Sword, Slayer, White Dragon +2 

Sword, Slicing 

Sword, Slowing 

Sword, Soul of the King 

Sword, Spellblade (1st Level) +2 

Sword, Spellblade (2nd Level) +2 

Sword, Spellblade (3rd Level) +2 

Sword, Spellblade (4th Level) +2 

Sword, Spellblade (5th Level) +2 

Sword, Spellblade (6th Level) +2 


20,000 


4,000 
3,750 
4,000 
4,500 


25,000 
4,500 
35,000 
15,000 
3,800 
10,000 
4,500 
4500 
4,500 
4,500 
4,500 
6,000 
4,500 
4,500 
4,500 
4,500 
4,500 
4,500 
4,500 
4,500 


4,500 
4,500 
4,500 
4,500 
4,500 
4,000 
100,000 
8,000 
10,000 
12,000 
14,000 
16,000 
18,000 


Sword 


Book/Page 


2006-67 
1012-59 
2100-185 
1011-42 


2100-185 


2100-185 
2021-094 
1021-64 
DUNG025-30 
1021-64 
1021-64 
FR04-58 
DRAG091-62 
2100-185 
DRAG179-68 
DRAG179-68 
2108-173 
1021-64 
CB2-029 
2100-186 
2100-185 
2023-087 
POLY65-09 


2011-124 
2023-087 
2100-185 

1021-64 


POLY060-31 
IMAGO12-38 
2100-186 
2006-08 
1013-58 
DRAG041-30 
2100-185 
91MN.185 
2100-185 
2100-185 
2100-185 
2006-08 
DRAG179-68 
DRAG179-68 
DRAGI79-68 
DRAG179-68 
2011-124 
POLY058-08 
2100-185 
2100-185 


LNA3-51 
2100-185 
2100-185 
2100-185 

1013-58 

1013-58 
CN1-027 
1060-119 
1060-119 
1060-119 
1060-119 
1060-119 
1060-119 


Sword 
Name EP 
Sword, Spellblade (7th Level) +2 1,700 
Sword, Stalker +3 1,800 
Sword, Sunblade +1 1,500 
Sword, Sunblade +2 3,000 
Sword, Sunblade +3 4,500 
Sword, Susk +3 2,500 
Sword, Syrar’s Silver +1 1,000 
Sword, Taragarth +3 1,000 
Sword, Telvaran’s Enchanted 

Blade 2,500 
Sword, Tideripper +4 2,200 
Sword, Translating 1,000 
Sword, Undead +1/+3 3,000 


Sword, Venom 700 


Sword, Vorpal +1 6,000 
Sword, Vorpal +2 8,000 
Sword, Vorpal +3 10,000 
Sword, Warbringer +3 1,800 
Sword, Warlord of the Shield 

Lands 1,600 
Sword, Watching 1,000 
Sword, Whirlwind +1 500 
Sword, Wishes +1 2,000 
Sword, Wishing 1,800 
Sword, Wounding +1 4,400 
Sword, Wounding +2 6,800 
Sword, Wyrmsbane +2 2,000 
Sword, Wyrmslayer +3 3,000 
Sword, Wyrmsvenin +1 1,000 
Sword, Wyrmsvenin +2 2,000 

Symbol 


Holy symbols come in as many vari- 
eties as there are beliefs and canons. 
Holy symbols allow priests to channel 
power for spell casting and other priest- 
ly abilities, Holy symbols also serve to 
identify a deity’s followers. Lawful good 
holy symbols can keep common vam- 
pires at bay. A symbol dedicated to one 
deity cannot be used in the service of 
another. 


Symbol, Holy, Greyhawk 300 
Symbol, Holy, Larmacian 300 
Symbol, Holy, Ravenkind 300 


Cost Book/Page 
20,000 1060-119 
22,000 WGS1-62 
10,000 new item 
20,000 2100-185 
30,000 new item 
12,500 FRO4-59 

4,000 FR04-60 

5,000 FR04-60 
25,000 POLY055-25 
10,000 DLR1-82 

5,000 10 13-58 
15,000 1011-42 

6,000 2016-47 
30,000 2003-47 
40,000 2003-47 
50,000 2100-186 
12,000 2021-099 

8,000 2023-088 

5,000 1013-58 

2,500 DRAG126-51 
10,000 1012-59 
12,000 1013-58 
22,000 2100-186 
34,000 new item 
20,000 2021-095 
30,000 2021-095 
10,000 new item 
20,000 DLE3-062 


3,000 
3,000 
3,000 


2023-078 


DRAG039-42 


1053-056 


Name EP 


Tabard 


A tabard is a loose-fitting, sleeveless 
garment that covers the shoulders, 
chest, and back. It reaches to the waist 
or knees. Originally used to shield 
armor from the sun so as keep the wear- 
er cooler, it has developed into clothing 
adopted by unarmored men and women. 
A person's symbol, colors, coat-of-arms, 
or other identifying marks are common- 
ly placed on this garment. 


Tabard, Mystics 2,000 


Table 


This common piece of furniture can be 
of any size and of any material. A table 
provides a raised, flat space for working, 
eating, or storage. Magical tables usu- 
ally are made of wood, are about three 
feet high and five feet square, and have 
four spindly, wooden legs. The average 
table can hold a 250-pound load before 
shearing a leg or splitting down the 
center, 


Table, Banquets 6,000 
Table, Contents 1,000 
Table, Elements 4,000 
Table, Plenty 5,000 
Table, Writing 2,500 
Tablecloth 


Tablecloths are large pieces of cloth 
that are stretched across a table. Table- 
cloths are decorative and make cleanup 
after meals easier. In earlier times, the 
tablecloth served to decrease the num- 
ber of splinters people received while 
eating at roughly hewn wooden tables. 


1,000 
3,000 


Tablecloth, Augricrone’s 
Tablecloth, Feasting 


Cost 


15,000 


Tablecloth 


Book/Page 


FR04-38 


AC04-064 
AC04-064 
AC04-064 
AC04-064 
AC04-064 


5,000 
30,000 


POLY043-21 
DRAG145-42 
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Name EP Cost Book/Page 


Tablet 


Tablets are thick, flat pieces of gran- 
ite, jade, or other hard stone. Runes or 
other written information can be carved 
into them. Tablets are durable and can 
carry their messages over millennia. 
Even if broken, a tablet can be glued 
together to reveal its message. The term 


“tablet” can also indicate a type of pill 

| | (see page 106). 

—— _ 

Tablet, Desalination 100 500 LC4-36 
Tablet, Fate 5,000 50,000 FRE3-46 
Tablet, Salination - 250 new item 
Tablet, Summoning, Spirit 4,000 40,000 2018-135 

Tableware 


=] “Tableware” is a generic term for the 
dishes, glasses, serving platters, and 
utensils used at the dinner table. 


1,500 
Tail 


Guardian tails appear to be normal 
animal tails from creatures like the fox, 
hyena, or caracal. A thong is attached to 
one end so the preserved tail can be 
attached to a chest, bow case, or quiver. 
Once so attached, the guardian tail 


7,500 DRAGO73-40 


\\ protects the container’s contents, and 
Ky only the true owner can open the con- 
\ tainer safely. 
———E —_ 
Tail, Guardian 2,000 10,000 HWR2-d34 
Talisman 


Talismans can come in many forms, 
but the magic stored in them generally 
is very powerful. Many talismans are 
engraved figures or symbols wrought 
from rare metals and gems and can be 
worn as necklaces or pendants. Other 
talismans are simple-looking stones 
that are carried in a purse or pocket. 


ee 


Talisman, Air Elemental Travel 
Talisman, Al’Akbar 


AC04-064 
19-20 


2,000 
Relic 


6,000 
85,000 


Name 


Talisman, Beast, of the 

Talisman, Dreams 

Talisman, Elemental! Travel, 
Greater, Air 

‘Talisman, Elemental Travel, 
Greater, Earth 

Talisman, Elemental Travel, 
Greater, Fire 

Talisman, Elemental Travel, 
Greater, Water 

Talisman, Elemental Travel, 
Lesser, Air 

Talisman, Elemental Travel, 

Earth 


Lesser, 
Talisman, Elemental Travel, 
Lesser, Fire 
Talisman, Elemental Travel, 
Lesser, Water 
Talisman, Lawfulness 
Talisman, Memorization 
Talisman, Mire 
Talisman, Monkey Head 
Talisman, Pure Good 
Talisman, Sphere, of the 
Talisman, Tongues 
Talisman, Zagy 


er! 


Talon, Danse Macabe 
Talon, Zaltec 


Tapestry, Disease Warding 
Tapestry, Ekbir 


Tapestry 

EP Cost Book/Page 
2,500 25,000 FR10-84 
4,500 45,000 DRAG132-23 
1,000 10,000 1013-54 
1,000 10,000 1013-54 
1,000 10,000 1013-54 
1,000 10,000 1013-54 
750 7,500 1013-54 
750 = =7,500 1013-54 
750 = 7,500 1013-54 
750 7,500 1013-54 
3,500 32,500 2003-55 
1,000 5,000 2121-144 
2250 6,750 DRAGI78-19 
2,000 10,000 OA5-55 
3,500 27,500 2100-181 
100 =: 10,000 2100-181 
3,500 32,500 FR10-85 
1,000 10,000 2100-181 


Talon 


Talons are magical items that appear 
to be the claws and feet of eagles or 
other birds of prey. They are often paint- 
ed in metallic colors or are constructed 
from metal. 


3,000 15,000 FR10-85 
700 6,000 1066a-91 
Tapestry 


Tapestries are thick wall hangings 
made from linen, wool, or other heavy 
cloth. They are used to break up drafts 
that blow through badly constructed 
walls during winter, and to dampen 
unwanted sounds. Tapestries in wealthy 
homes usually are ornamented with 
scenes of battle; portraits of leaders 
(both great and small), heroes and hero- 
ines; and pictures of pets and idyllic 
landscapes. 


2,000 
1,250 


10,000 
12,500 


2121-145 
2023-084 
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Ta rot 


Name EP Cost Book/Page 


Tarot 


The tarot is a deck of playing cards 
with special symbols, features, and 


numbers across their surface. Cabalists | 3 EP 
and mystics believe that the cards, | Sag _ 
when laid out in specific patterns, can 
foretell an individual's future or de- E 

scribe his past. As a magical item, the 

tarot is identical to a Deck (see page 51). 


Tarot, Many Things - DRAGO77-06 


Tart 

Tarts are pastries made of flaky dough 
baked until lightly browned. Both sweet 
and sour fruit stuffing is used in tarts, 
creating a tantalizing sensation on the 
tongue. Many magical tarts are never 
eaten, but are carried or hurled instead. 
See the Pie entry (page 106) for more 
magical possibilities. 


10,000 


3,000 POLY023-23 


Tart, Accusation 600 

Tart, Enticement 1,000 5,000 POLY023-23 

Tart, Summer's Day, of a 600 3,000 POLY023-23 
Tathlum 


This Celtic weapon can be made by 
anyone under the right conditions; 
however, tathlums usually only function 
in lands where Celtic deities hold sway. 
A tathlum is made from head of a slain 
enemy When hurled at the slain ene- 
my’s friends or kinsman, a tathlum.can 
inflict great pain. A tathlum can be 
used only once, and is effective only in 
daylight. 


Tathlum - 2013-030 


Tea Set 


The tea set of skill and grace is made 
of the finest materials. It enables its 
user to conduct an oriental tea ceremo- 
ny as if he had the tea-ceremony profi- 
ciency. Possession of the set also adds 
+4 to the chances of attaining utter 
concentration while conducting the 
ceremony; this benefit to both proficient 
and non-proficient tea masters. 


5,000 


2,000 DRAG126-51 


Tea Set, Skill & Grace 1,500 


Tent 


Name EP Cost 


Book/Page 


Teleport Pad, Chemcheaux 


Teleport pads are found only in the | 4 
Chemcheaux Magic Shops. By designat- 
ing a shop number, the person standing 
on the star-shaped pad is instantly 
teleported to the pad at the specified 
Chemcheaux. If a pad is stolen, Prismal 
(the Chemcheaux owner) and several 
mages in his employ teleport to the rd —S 
stolen pad—even when removed from a / 
shop, a teleport pad still is linked to the ; 
Chemcheaux network. All the mages a — 
who come to retrieve the item are at 
least 18th-level, and carry powerful items. If the mages do not en- 
counter hostilities, they merely pick up the teleport pad, and teleport 
themselves via spells to the appropriate shop to return the item. If 
they meet aggression, they do not hesitate to obliterate the opponents. 


Teleport Pad, Chemcheaux 20,000 60,000 MAGIC1-13 


Telescope 


Telescopes are made of two cylindrical 
pieces of finely-crafted metal that tight- 
ly fit within each other, but are free to 
slide in and out, The user peers through 
a lens set in the smaller tube and points 
the larger end, where another lens is 
fitted, toward whatever he wishes to 
gaze at. By adjusting the tubes, the user 
can focus on whatever he is looking at 
and see it clearly even at great dis- 
tances. 


1,500 7,500 DRAG179-73 
2,000 10,000 DRAG179-73 


Tent 

A tent is a portable shelter made of 
canvas or animal skins. When folded, a 
tent appears to be a roll of fabric, and 
may be mistaken for a rug. To be used 
for shelter, a tent must be unfolded and 
supported with poles and rope. A small 
one-man tent (3’ X 6’ when erected) 
weighs only five pounds. The largest 
royal tents can weigh more than 5,000 
Ibs. 


Telescope, Fantastic Vision 
Telescope, True Vision 


1,200 


Tent, Captivity - AC04-065 
Tent, Dew 600 3,000 AC04-064 
Tent, Luxury 1,200 6,000 AC04-065 
Tent, Mist 2,000 10,000 2121-141 
Tent, Polychromatic 1,000 5,000 AC04-065 
Tent, Poor =- 400 AC04-065 
Tent, Shelter 1,000 5,000 DLA1-057 
Tent, Standing 800 8,000 AC04-065 
Tent, Warning 1,200 12,000 AC04-065 
Tent, X 400 4,000 AC04-065 
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Name EP Cost Book/Page 


Thorn 


A thorn of sleep is an item that looks 
like a thorn of a plant, about three 
inches long. It is dry and smooth to the 
touch, giving no indication of its venom- 
ous properties. If pricked by the thorn, a 
victim must make a saving throw vs. 
paralyzation. Failure means the charac- 
ter falls into a deep slumber. He will not 
awaken until attacked or roused by 
another person. Noises, even those of 

| battle, will not rouse the victim. 


Thorn, Sleep 800 


Thread 


Magical threads appear identical to 
balls of string, but careful examination 
reveals threads to be of finer material. 
To activate a thread’s magic, it either 
must be unwound from the ball, touched 
against another magical item, or sewn 
into a piece of cloth. 


4,800 HR1-67 


Thread, Aging 400 


4,000 AC04-065 

Thread, Commands 1,400 14,000 AC04-065 

Thread, Embroidery 300 3,000 AC04-065 
Throne 


A throne is an ornate chair made of 
wood or stone. Magical thrones are 
quite powerful, and all the details about 
them should be studied before adding 
one to-a game; A throne is usually eight 

| feet tall, four feet wide and deep, plush, 
| and ornately carved. They weigh from 
| 150 to more than 400 pounds. 


Throne, Death 1,200 12,000 AC04-066 
Throne, Gods, of the Relic P 2011-161 
Throne, Incineration 1,000 10,000 AC04-066 
Throne, Power 8,000 80,000 AC04-066 
Throne, Summoning 1,000 10,000 AC04-066 
Throne, Transformation Relic 65,000 X13-61 


JVome 


Name EP Cost Book/Page 


Tightrope 


This modified rope of climbing can 
snake forward at an angle of up to 45° 
upward or downward, it also allows its 
owner and up to five man-sized or 

| smaller creatures touched by its owner 
to walk upon it as if they had the tight- 
rope walking proficiency with a +4 
bonus to any proficiency check required. 
| 
J 


Tightrope, Tallin’s 


1,250 12,500 PHBR2-107 


Timeglass 


This item appears to be a one-foot tall 

hourglass. It made its sudden appear- 

| ance in the hands of an adventurer who 

| forced his way into the Valley of the 
Mage on the world of Oerth. He re- 
turned with only the timeglass and the 
scars of many dangerous encounters. 
Since then, the timepiece has been 
sought by many spell casters for its 

| reputed powers. 


5,000 50,000 2023-084 


Tome 


All magical books, librams, tomes, 

manuals, etc., appear to be normal 
| | works of arcane lore. Each is indistin- 

guishable from all others by visual 
examination of the outer parts or 
through divination spells. For more 
information, see the “Books” listing 
under the “Categories of Magical — 
Items” heading on page 158 of the 
DUNGEON MASTER” Guide. 


Tome, Alcaister 8,000 64,000 1031-83 
‘Tome, Ildrenadum’s Astral Relic P DUNG010-63 
Tome, Aubayreer’s Workbook 4,000 32,000 DRAGO92-34 
Tome, Black Heart 5,000 45,000 WG5-25 
Tome, Briel’s Book of Shadows 8,000 64,000 1031-76 
‘Tome, Caddelyn’s Workbook 4,000 32,000 FRO4-07 
Tome, Chambeeneon 5,000 40,000 1031-64 
Tome, Clear Thought 8,000 48,000. 2100-181 
Tome, Codicil of White 7,000 35,000 DUNG015-38 
Tome, Collapsing Spell Book 1,500 15,000 PHBR4-125 
‘Tome, Covenant, of the 4,500 45,000 1031-91 
‘Tome, Cryptichronos 4,000 40,000 DRAG162-11 
Tome, Detho’s Libram 5,200 52,000 FR04-08 
Tome, E’soa Ho’chi 6,500 65,000 1032-076 
Tome, Exalted Book of 

Ethnic Humor 250 1,250 DRAG134-42 
Tome, Fool, of the 8,000 40,000 DRAG134-44 
‘Tome, Glandar’s Grimoire 4,000 40,000 DRAG164-60 
‘Tome, Glanvyl’s Workbook 3,500 35,000 DRAGI00-14 
Tome, Hand of Helm 2,500 25,000 DRAG164-62 
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Tom e 


Name 


Tome, History of Evil Mages & 
Apprentices 

Tome, History of Good Mages 
& Apprentices 

Tome, Humorous Perspective 

‘Tome, If They Can Do It, Prismal 
Can Do It Too 

Tome, Jaluster’s Orizon 

Tome, Juia Lo’tanu 

Tome, Libram of Lathintel 

‘Tome, Manor's Manual of Sight 

‘Tome, Manual of Trendy & 
Commercially Lucrative 

Exercise 

Tome, Mhzentul’s Runes 

Tome, Mylsibis’ Codex of 
Contention 

Tome, Mystical Equations 

Tome, Nathlum 

‘Tome, Nehaser’s Elyromancia 

‘Tome, Orjalun’s Arbatel 

‘Tome, Rathdaen’s 

Tome, Red Book of War Vol. 1 

Tome, Red Book of War Vol. 2 

Tome, Runes of Freedom 

Tome, Runes of Norzahk 

Tome, Sabirine’s Specular 

Tome, Saintly Sanity 

‘Tome, Scalamagdrion 

‘Tome, Selvar’s Ineffable Majicks 

Tome, Serpin Lexicon 

Tome, Seven Fingers, 
The Life of Thorstag 

Tome, Shadowtome 

Tome, Shandaril’s Workbook 

Tome, Spell Book of Daimos 

Tome, Ssu’Ma 

‘Tome, Straad 

‘Tome, Translation 

Tome, Twelve Seals 

Tome, Tymessul’s Enchiridion 
of Travel 

Tome, Understanding 

Tome, Unicorn, of the 

Tome, Unique Mageries 

‘Tome, Vacuous Grimoire 

‘Tome, Vaerendroon’s 
Enchantments 

Tome, Vampire Book 

Tome, Workbook 

Tome, Wyvernwater Circle 


EP 


Cost 


Book/Page 


DRAG082-61 


DRAG082-61 
DRAG134-44 


LNR1-74 
FR04-10 
1032-062 
FRO4-12 
DRAG166-65 


DRAG120-18 
DRAGO 62-16 


DRAG166-69 
2121-146 
1031-65 
1031-62 
1031-87 
FR04-22 
1031-81 
1031-81 
DRAGO82-61 
1032-061 
1031-77 
DRAGO82-61 
1031-89 
FRO4-14 
DUNGO17-15 


DRAG069-68 
FRO4-17 
FRO4-19 

1031-73 
1021-62 
16-31 

A C04-066 
FR05-60 


DRAG166-67 
2100-181 
1031-92 
FRO4-24 
2100-181 


FRO04-26 
DRAG082-62 
1031-68 
DRAG164-61 


Toothpick 


Name EP Cost Book/Page 
Tool 

“Tool” is a generic term for imple- 7] 
ments and devices craftsmen use when 
practicing their professions. It covers 
everything from pliers to saws. f 
Tool, Gemcutter’s, Sunndi 3,000 25,000 2023-079 
Tool, Woodworker’s, Dyvers 2,000 24,000 2023-086 

Tooth 


These bony implements crush and 
tear food into pieces that can be easily 
swallowed and digested. Each tooth has 
three sections: the crown, the neck, and 
the root. Inside the tooth are the 
enamel, cementum, dentin, and the 
pulp. Many enchanted teeth come in 
sets; the values below are for a single 
tooth. 


Tooth, Dahlver-Nar Relic 5,000 2011-161 
Tooth, Dragon, Black 500 5,000 DRAGO98-11 
Tooth, Dragon, Blue 500 5,000 DRAGO98-11 
Tooth, Dragon, Brass 500 5,000 DRAGO098-11 
‘Tooth, Dragon, Bronze 500 5,000 DRAGO98-11 
‘Tooth, Dragon, Copper 500 5,000 DRAG098-11 
Tooth, Dragon, Gold 500 5,000 DRAGO98-12 
Tooth, Dragon, Green 500 5,000 DRAG098-12 
Tooth, Dragon, Red 500 5,000 DRAGO98-12 
Tooth, Dragon, Silver 500 5,000 DRAGO98-12 
Tooth, Dragon, White 500 5,000 DRAGO98-12 
Tooth, Respite 1,000 5,000 POLY023-12 
Tooth, Stamina 1,500 4,500 POLY023-12 
Tooth, Torm 1,000 10,000 FRE2-046 
Toothpick 

A toothpick is a pointed implement, 
most often wooden, that is used to draw 
bits of food from between teeth. Tooth- 
picks are made in different sizes to be | 
used with different sized mouths. For VA 
example, a toothpick for a storm giant is 
a tree trunk relative to a toothpick for a 
pixie. Most toothpicks are one-use 
items, and a number of them might be 
needed to pick between each of a single 
individual's teeth. 
Toothpick, Lightning 800 4,000 DRAG120-18 


k 143 


The Magic Encyclopedia 


Tore and Torque 


Name EP Cost Book/Page 


Tore and Torque 


A tore is a band of precious metal that 
can be worn about the neck or just 
above the brow (similar to a crown, see 
page 48), Gems of inestimable value are 
often used to adorn the metal near the 
center. 


Tore, Gods, of the Relic P 
Torque, Goddess 2,500 25,000 


Torch 


| | A burning torch can illuminate a 40’ 
radius. Although very lightweight, a 
torch can be used as a bludgeoning 
weapon that causes approximately one- 
half normal club damage (1-3 points of 
damage). Flaming torches can be quite 
effective weapons against highly flam- 
mable creatures such as mummies. 


2108-060 
FRO2-61 


SJR2-70 
DRAG030-36 


Torch, Continual Fire 800 
Torch, Control 200 


4,000 
2,000 


Totem 


A totem is a permanent magical item 
usable only by a shaman. Most totems 
focus the shaman’s magical abilities 
when either held in the shaman’s hands 


or placed on top of a totem pole. When 


Ti ee 


Name EP Cost Book/Page 


Transforming Gargantoid 


This is a huge, man-shaped battle ma- 
chine made from a gargantuan metal 
golem. It is imbued with limited shape 

| changing powers. It looks like a huge red 
and yellow iron man. It can change its 

| shape, altering its four limbs and head to 
imitate a shark's fins and snout, or an 
eagle's wings, tail, and beak. A door not 
visible from more than 30 feet away opens 
on the gargantoid’s back, allowing a crew 
to get inside. Small ladder rungs lead up 
the golem’s side to the door. 


Transforming Gargantoid, 


Jaggar’s 8,500 873,500 AC11-059 


Tray 


Kaylan’s wooden tray is eight inches 
wide and 11 inches long. On command, 
it will burn as a normal, small campfire 
for eight hours a day. The fire can be 
used for cooking or for warmth, The 
user can extinguish the flames on com- 
mand. The flames do not harm the tray. 


Tray, Kaylan’s Wooden 300 3,000 POLY 043-23 


Treatise 


This dangerous item appears to be and 
functions as a tome of translation. It 
functions benignly until the user tran- 
scribes a racial language from a a mon- 


on a totem pole, the totem gives powers 
and abilities to all villagers within a 
specified radius. When in the hands of 
the shaman, the skull gives additional 
power only to the shaman. 


Totem, Bison Skull 


5,000 50,000 


Towel 


| The mage Frantasy invented the ever- 
clean towel after his nephew visited his 
home and left a small mountain of 
soiled towels and filthy carpets. This 
one-foot-square cloth cannot be stained 
or dirtied in any way. It can be torn or 

| burned, however. 


DUNG032-63 


Towel, Ever-Clean 400 2,000 DRAGO30-36 


the user stares at the pages, sighs, falls 
asleep, and the book crumbles to dust. 


400 4,000 AC04-066 


Tree 


Magical trees grow, change with the 
seasons, and require light, soil, air, and 
water to live, just as normal trees do. 
Each magical tree has at least one 
special magical ability that can be used 
by those who live near it. 


Relic 3 
Relic P 


2013-052 
GAZ05-69 


Tree, Great 
Tree, Life 
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ster of six hit dice or more. At that time, —— 


Trident 


Name EP Cost Book/Page 
Trident 

A trident is a long pole, four to eight [ 
feet long, with a three-tined metal fork | 
on one end. On land, it is not used as a AN 
weapon by professional armies, but has 
seen some limited use by peasants (and 
by gladiators in some cultures). The 
trident is normally used for fishing. It 
can be used with one or two hands. 
Several aquatic races, such as locathah, 
mermen, sahuagin, and tritons, use 
tridents as their weapon of preference. ——_ 
Underwater, where slashing weapons 
are useless, a trident’s triple points can be formidable. 
Trident +1 800 3,500 2100-186 
Trident +2 1,250 6,500 2100-186 
Trident +3 1,500 12,500 2100-186 
‘Trident +4 2,000 15,000 2100-186 
Trident +5 2,500 17,500 2100-186 
Trident, Blessed +4 2,400 16,000 DLR1-80 
Trident, Breathing 600 3,000 1013-58 
Trident, Charming 800 4,000 1013-58 
Trident, Cursed —1 - 400 new item 
Trident, Cursed -2 $ - 600 new item 
Trident, Cursed -3 - 800 new item 
Trident, Deceiving 200 =1,000 1013-58 
Trident, Defending 800 4,000 1013-58 
Trident, Defending +1 1,800 11,000 new item 
Trident, Deflecting 800 4,000 1013-58 
‘Trident, Draining 1,000 5,000 1013-58 
‘Trident, Extinguishing 800 4,000 1013-58 
Trident, Finding 2,000 10,000 1013-58 
Trident, Fish Command +1 500 4,000 2100-186 
Trident, Fish Command +2 750 6,000 new item 
Trident, Fish Control 600 5,000 2003-24 
Trident, Flaming 1,200 6,000 1013-58 
Trident, Flying 1,000 5,000 1013-58 
‘Trident, Healing 3,000 15,000 1013-58 
Trident, Hiding 1,200 6,000 1013-58 
Trident, Holding 1,000 5,000 1013-58 
Trident, Lacedons +1/+3 1,000 8,000 DRAG048-12 
‘Trident, Lightning 4,000 20,000 1013-58 
Trident, Oljatt Sea +2 1,500 12,000 2023-088 
Trident, Phlogiston, of the, +4 1,800 18,000 1072a-88 
Trident, Planes, of the 2,000 15,000 new item 
Trident, Reptiles +1/+3 1,000 10,000 DRAG048-12 
Trident, Silencing 800 3,800 1013-58 
Trident, Slaying, Locathah 900 5,500 new item 
‘Trident, Slaying, Mermen 900 5,500 new item 
Trident, Slaying, Sahuagin 900 ~=—-5,500 new item 
Trident, Slaying, Triton 900 4,500 new item 
Trident, Slicing 900 4,500 1013-58 
Trident, Slowing 800 4,000 1013-58 
Trident, Speeding 750 3,500 1013-58 
Trident, Submission 1,250 12,500 2011-124 
Trident, Translating 1,000 5,00 1013-58 
Trident, Warning +1 750 7,500 new item 
Trident, Warning +2 1,000 10,000 2100-186 
Trident, Watching 1,000 2,000 1013-58 
Trident, Water Elementals +1 100 600 DRAG091-62 
Trident, Wishing 2,200 11,000 1013-58 
Trident, Yearning —2 — 1,000 2100-186 


Tun 
Name EP Cost Book/Page 
Trumpet 
A trumpet is a musical instrument 
resembling a bugle or coronet. Trumpets 
are metal, usually brass, By pursing the 
lips and blowing through the mouth- 
piece, the user can create musical melo- Ai 
dies. A trumpet also has valves or keys ; = | 
that the user can manipulate to vary J | 
the tones produced by the instrument. | 
Trumpet, Doom 900 5,000 DRAGO91-60 
Tub 
A tub is a wide, deep basin primarily SS a 


used for bathing, but smaller tubs are 
often used to clean food, make wine, etc. 
Most tubs are round, but bathing tubs 
tend to be square or oval. Magical tubs 
generally cleaning or alter the user’s 
body, and many automatically change 
size to fit the user. 


300 


Tub, Fat 1,500 AC04-067 
Tub, Lard 400 =. 2,000 AC04-067 
Tub, Sailing 1,000 5,000 AC04-067 
Tub, Taryn’s 1,000 5,000 POLY043-23 
Tub, Washing 600 = 3,000 AC04-067 


Tube 


Tubes are used to keep lengths of 
paper or parchment and whatever is 
written on them safe from the elements 
that can dull, yellow, or fade them. | 
They are made of nearly any substance: 
wood, metal, leather, magically-shaped 
stone, etc. Tubes are sealed at both ends | 
to keep them air-and watertight. m 


—EE 


Tube, Scroll Holding 1,000 4,000 DRAG073-40 


Tun 


Tuns are large casks or barrels used to 
store water, wine, ale, and other liquids. 
Most tuns are made of wood and have a 
cork near the bottom of the sidewall. 
When tipped upside down, the owner 
can pull the cork out and install a tap 
which makes dispensing the tun’s con- 
tents much easier. See the Barrel and 
Cask entries for more information. 


AC04-067 
AC04-067 


Tun, Ale 800 
Tun, Cursed Ale = 


4,000 
1,000 
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Turba n 


Name EP Cost Book/Page 


Turban 


A turban is a long strip of fabric 
wrapped around the head. It is common 
in the Land of Fate. If wrapped around 
a skull cap, a turban forms a flattened 
sphere. If wrapped around a fez or other 
support, the turban is taller, rounder, 
and more impressive. The turban wrap 
is often held in place by a pin or brooch, 
particularly if the wearer is wealthy or 
powerful. 


Turban, Black, Tusmit 


1,000 2,000 2023-084 

Turban, Brown, Tusmit 500 2,000 2023-084 

Turban, Grey, Tusmit 100 3,000 2023-084 

Turban, Red, Tusmit 1,000 2,500 2023-084 

Turban, White, Tusmit 1500 3,000 2023-084 
Turret 


A turret is a rotating platform, usu- 
ally mounted on a ship or spelljammer. 
Weapons installed in turrets can be 
turned to face different targets quickly. 
Turrets can also provide partial protec- 
tion for the weapon's crew. Protected 
turrets are available at double the 
initial cost, they provide 50% cover 
(improves AC by 4) to the crew manning 
that heavy weapon. Small weapons can 
be moved easily without a turret, but 
they can benefit from the cover a turret 


provides. 

Turret, Heavy +1 2,000 10,000 1072a-88 
Turret, Heavy +2 4,000 20,000 1072a-88 
Turret, Heavy +3 8,000 40,000 1072a-88 
Turret, Light +1 800 4,000 1072a-88 
Turret, Light +2 1,600 8,000 1072a-88 
Turret, Light +3 3,200 16,000 1072a-88 
Turret, Medium +1 1,000 5,000 1072a-88 
Turret, Medium +2 2,000 10,000 1072a-88 
Turret, Medium +3 4,000 20,000 1072a-88 

Twine 


Twine is a type of light, thin rope or 
heavy string. Unlike rope or string, 
twine tends to be rougher on the hands, 
as the threads and strands in it often jut 
out from the weave. See the Rope, 
Thread, and String entries for more 
information. 


Twine, Thorn 700 3,500 DRAG005-09 


Veil 


Name EP Cost Book/Page 


Urn 
An urn is a vase or pot with a rounded 
bottom and a wide mouth. Urns have 
round or fluted bases to keep them from 
falling over. Most urns also are 
equipped with tight-fitting covers. Urns 
| also tend to be decorative, and usually 
are made of precious materials or are 
| heavily ornamented, or both. 


Urn, Ashes 800 


4,000 AC04-068 

Urn, Awakening 1,000 5,000 AC04-068 

Urn, Curses - 800 AC04-068 

Urn, Hindsight 1,100 5,500. LNR1-94 

Urn, Silver & Bronze 2,000 10,000 2121-147 

Urn, Water Purification 1,500 15,000 1072a-90 
Vacuum 


This is a built-in house cleaning de- 
vice powered by a captive air elemental 
or vortex. The main unit in the device is 
a small, dome-shaped cage made of fine 
metal mesh about 16" in diameter. A 
small air elemental is confined within 
the cage. The cage itself is enclosed in 
the receiving bin, where all the trash 
winds up. 


Vacuum, House 100 = 10,000 AC11-057 


Vane 


A vane is a flat object that resists the 
wind. When mounted on a freely mov- 
ing pivot, a vane swings in the wind 
until it reaches the point of least resist- 
ance. This shows even casual observers 
which way the wind is blowing. Many 
farmers and ranchers place a metallic 
rendition of their favorite animal (or the 
animal they raise) on the vane, giving 
the “weather vane” a personal touch. 


10,000 
5,000 


1072a-90 
1072a-90 


Vane, Location, Greater 
Vane, Location, Lesser 


2,000 
1,000 


Veil 

A veil is a piece of sheer, cloth or mesh 
used to cover the hair or the face or 
both. The veil is an essential garment in 
cultures that do not allow people to 
show their hair or face in public. Other 
cultures use veils during ceremonies, 
such as weddings. Pieces of light veil 
that rustle and flow with every tiny 
movement or breath of wind are very 
fashionable in some places. 


Veil, X-Ray Vision 1,000 


5,000 
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Vessel 


Name EP Cost Book/Page 


Vessel 


The Wo-ha Ui-jung are ten magical 
drinking cups that were fashioned with 
arcane powers by the Han. Each is 
carved in the shape of a different ani- 
mal, and their powers have played a 
major role on Koryo’s past and present. 
There is a legend that the character 
who gathers all the Wo-ha Ui-jung 
together again will be the first emperor 
of the world. | 


Vessel, Wo-ha Ui-jung, 


Coiled Dragon 1,200 12,000 1032-125 
Vessel, Wo-ha Ui-jung, 

Dancing Hart 1,200 12,000 1032-125 
Vessel, Wo-ha Ui-jung, 

Laughing Hare 1,200 12,000 1032-125 
Vessel, Wo-ha Ui-jung, 

Leaping Fish 1,200 12,000 1032-125 
Vessel, Wo-ha Ui-jung, Sitting Bull 1,200 12,000 1032-125 
Vessel, Wo-ha Ui-jung, Sitting Dog 1,200 12,000 1032-125 
Vessel, Wo-ha Ui-jung, Sitting 

Monkey 1,200 12,000 1032-124 
Vessel, Wo-ha Ui-jung, 

Squatting Toad 1,200 12,000 1032-124 
Vessel, Wo-ha Ui-jung, 

Standing Bear 1,200 12,000 1082-125 
Vessel, Wo-ha Ui-jung, 

Standing Monkey 1,200 12,000 1032-124 

Vest 


A vest is a close-fitting and waist- 
length piece of clothing. It is sleeveless 
and buttons tightly at the midriff, open- 
ing at the chest to show shirt (and some- 
times neckerchief or cravat) beneath. 


1,200 AC04-068 
10,000 AC04-068 


Vest, Missile Attraction - 
Vest, Missile Protection 2,000 


Vestment 


Vestments are unusually fine and 
elaborate garments worn by priests 
during ceremonies and religious observ- 
ances. Vestments’ style, fabric, and hue 
vary from faith to faith. Many of these 
robes possess magical powers and may 
be used in combination with other 
protective devices and magical items. 


FA1-50 
FA1-50 


Vestment, Power, Greater 
Vestment, Power, Lesser 


3,000 
1,800 


30,000 
18,000 


Wand 


Name EP Cost Book/Page 


Vial 

A vial of durance is an iron container, 
three inches long and a finger’s breath 
in diameter. It can confine one or more 
magical creatures indefinitely. The vial 
has no opening, but the silver runes 
engraved on it often include the com- 
mand words necessary to trap and 
release a captive. The vial often appears 
as an ornament on a necklace, bracer, or 
other item. 


Vial, Durance 150 1,500 HWA2-63 


Violin 
A violin is a small stringed instru- | 
ment, approximately two-feet long. It 
has four (and sometimes five) strings 
that create musical tones when stroked 
with a bow. A violin player tucks the | 
instrument under his chin near the 


collarbone, and holds it with one hand; 
he works the bow with the other hand. | 


POLY 023-23 


Violin, Extreme 1,000 5,000 

Violin, Game 500 =. 2,500 += POLY023-23 

Violin, Saxon 1,000 5,000 POLY02 3-23 

Violin, Unnecessary 500 2,500 POLY023-23 
Wakizashi 


A wakizashi is an oriental short 
sword, similar to a katana (oriental long 
sword). Both have single-edged, slightly 
curved blades that end blunt tips. Like 
the katana, the wakizashi may be 
named for some past deed or event. The 
wakizashi and katana are normally 
worn as a pair by samurai characters. 
This is custom is known as daisho (long 
and short). 


Wakizashi, Honor +4 1,200 


Wand 


Wands are magical devices used to 
create spell-like effects. They are slen- | = 
der, and usually about a foot long. They 
are made of ivory, bone, or wood and are 
often tipped with something metal, 
crystal, stone, or other semi-precious 
material. They tend to be fragile and 
must be handled carefully. Because of 
this, they are often kept in cases. Unless 
inapplicable or otherwise specified, < 
spells discharged from wands function aes a 
as though cast by a 6th level wizard 
with respect to range, duration, area of effect and damage inflicted. At 
the DM”’s option 1% of all wands can be trapped to backfire. Wands 


12,000 
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Wand 


Name EP Cost Book/Page 


are powered by charges, each use costs one or more charges. When 
discovered, a wand typically contains 81 to 100 (80 + 1d20) charges. 
Captured wands taken from defeated foes often have many fewer 
charges. Wands never have a greater number of charges than those 
listed. Most wands can be recharged according to the rules for making 
magical items. When a wand runs out of charges it can no longer be 
recharged. Like rods and staves, wands can require a command word 
(or phrase to operate), The DM can rule that the command word is 
etched in magical writing on the wand (requiring a read magic to 
translate) or he can make the character resort to such methods as 
commune spells and expensive sages. 


Wand, Acidic Spheres 3,500 20,000 FOR2-74 
Wand, Animal Location 1,250 10,000 DRAGO73-40 
Wand, Animation 2,500 15,000 POLY047-26 
Wand, Anything 2,500 12,500 2017-096 
Wand, Armory 600 5,000 FRO4-49 
Wand, Banishment 5,000 30,000 FRO4-49 
Wand, Buckler 500 5,000 EX2.32 
Wand, Burdening a 2,000 POLY043-21 
Wand, Cold 5,000 40,000 1012-62 
Wand, Color 1,000 7,000 LC2-26 
Wand, Conjuration 7,000 35,000 2100-156 
Wand, Corridors 4,000 20,000 2121-131 
Wand, Dalamar’s Lightning 5,000 35,000 2021-098 
Wand, Dark, Sulhaut Mountains 1,500 8,000 2023-075 
Wand, Darkness 4,000 25,000 FRO04-50 
Wand, Defoliation 1,000 6,000 2017-096 
Wand, Displacement 2,000 15,000 DRAG102-32 
Wand, Barth & Stone, Greater 1,500 15,000 2017-096 
Wand, Ectal 2,000 15,000 DRAG040-29 
Wand, Elemental 

Transmogrification 2,000 10,000 2121-1381 
Wand, Endless Repetition, Nidus’ 3,500 25,000 FR04-48 
Wand, Enemy Detection 2,000 10,000 2100-156 
Wand, Eyes 3,000 20,000 FRO4-51 
Wand, Fear 3,000 = 15,000 2100-156 
Wand, Fire 4,500 25,000 2100-156 
Wand, Fire, Suloise 4,000 20,000 2023-075 
Wand, Fireballs 2,000 16,000 2017-096 
Wand, Flame Extinguishing 1,500 10,000 2100-156 
Wand, Fog 1,750 8,000 DUNG014-41 
Wand, Force 3,000 30,000 2017-096 
Wand, Frost 6,000 50,000 2100-156 
Wand, Gremlin 2,500 10,000 PC2-40 
Wand, Hammerblows 1,000 8,000 FRO4-51 
Wand, Highfolk 4,000 18,000 2023-076 
Wand, Ice Storms 2,500 20,000 2017-096 
Wand, Illumination. 2,000 10,000 2100-156 
Wand, Illusion 3,000 20,000 2100-157 
Wand, Iron Relic 95,000 2013-037 
Wand, Knock 2,500 15,000 FRO04-52 
Wand, Light 50 500 POLY 026.22 
Wand, Lightning 4,000 30,000 2100-157 
Wand, Lightning Bolts 2,000 16,000 2017-096 
Wand, Magic Detection 2,500 25,000 2100-157 
Wand, Magic Mirrors 3,000 20,000 DRAG102-30 
Wand, Magic Missiles 4,000 35,000. 2100-157 
Wand, Metal and Mineral 

Detection 1,500 7,500 2100-157 
Wand, Metal Command 2,500 10,000 2017-096 
Wand, Metal Detection 1,500 7,500 1012-62 
Wand, Misplaced Objects 2,000 10,000 2121-131 
Wand, Negation 3,500 15,000 2100-157 
Wand, Obliteration 2,500 12,500 FRO4-52 
Wand, Ochalor’s Eye 3,500 15,000 FR04-53 


Name 


Wand, Orcus, of 

Wand, Paralyzation 

Wand, Peace, Bisselite 

Wand, Polymorphing 

Wand, Portraiture 

Wand, Prime Material Pocket 

Wand, Rune, Odin’s 

Wand, Rust 

Wand, Salt 

Wand, Secret Door and 
Trap Location 

Wand, Secret Door Detection 

Wand, Size Alteration 

Wand, Sleep 

Wand, Spectre 

Wand, Spider 

Wand, Squid 

Wand, Steam & Vapor 

Wand, Storms, Scant 

Wand, Teeth 

Wand, Trap Detection 

Wand, Viscid Globs 

Wand, Warding 

Wand, Water-Finding 

Wand, Whips 

Wand, Witch 

Wand, Wonder 

Wand, Wonder, A 

Wand, Wonder I 

Wand, Wonder II 

Wand, Wonder III 

Wand, Wonder IV 

Wand, Wonder, Alternate 

Wand, Wondrousness 

Wand, Yatil, Zooming 

Wand, Zadron’s 


Warrior, Crystal, Crystalline 
Warrior, Crystal, Diamond 
Warrior, Crystal, Glass 
Warrior, Crystal, Jade 
Warrior, Crystal, Rainbow 
Warrior, Crystal, Ruby 


Warrior 


Warrior 


Book/Page 


2011-162 
2100-157 
2023-075 
2100-157 
LC2-29 
2121-131 
2006-22 
DRAG126-51 
FR10-83 


2100-158 
1012-62 
2100-158 
FR10-83 
DRAGO76-17 
GDQ1-124 
U3-44 
2017-097 
2023-075 
FR04-53 
1012-62 
GDQ1-124 
FR04-54 
FR10-83 
FRO4-54 
DRAG005-07 
2100-158 
T1:4-126 
DRAG147-39 
DRAG147-39 
DRAG147-40 
DRAG147-40 
POLY058-10 
POLY048-24 
2023-076 
DRA G062-68 


Deep within a hidden mountain 
sepulcher lie five crystalline warriors 
awaiting the call to defend the country 
of Tabot (in the land of Kara-Tur on the 
planet Toril) against monstrous odds. 


Relic 
Relic 
Relic 
Relic 
Relic 
Relic 


70,000 
70,000 
70,000 
70,000 
70,000 
70,000 


1032-077 
1032-077 
1032-077 
1032-077 
1032-077 
1032-077 
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Watch 


Name EP Cost 


Watch 


The pocket watch of Nirvana isa 
small, very rare device that can trans- 
port the user to the plane of Nirvana. 
The watch also keeps perfect time ac- 
cording to the yearly cycle of the sun 
and never needs rewinding. The watch 
is solid gold and has two long, thin gold 
chains that run through a metal hoop at | 
the top of the watch. 


Watch, Pocket, Nirvana 1,000 5,000 


Watershoe 


This invention consists of two narrow 
wooden boxes, each six feet long. The 
user's feet fit in holes in the middle of 
each box. The watershoes float and 
contain leather mechanisms that must 
be wound up before use. When released 
the mechanisms drive small propellers 
which push the watershoes forward 
through the water. 


Watershoe, Ambreville’s 


Wax 

Pure, rare wxes can hold an enchant- 
ments if mixed with the proper materi- 
als. Magical wax can be found in any 
size, shape, or color, but the gem powder 
in it makes it glitter. New magical wax 
is formed into bricks each four inches 
long, two inches wide, and one inch 
thick. 


Wax, Careful Hearing 450 1,250 

Wax, Ceiling 100 500 

Wax, Fabrication 100 500 

Wax, Hearing 300 1,500 

Wax, Sealing 200 600 

Wax, Waning 150 500 
Weapon 


The entries in this section can be 
applied to any enchanted weapon. An 
item of cloaked wizardry does not radi- 
ate a dweomer, even if detected for. 
Intelligent weapons possess extra magi- 
cal abilities. The sale and XP values for 
such weapons are up to the DM™. We 
suggest adding 300 xp and 1,500 gp, for 
a language or primary ability; 900 xp 
and 4,500 gp for an extraordinary abili- 
ty (see page 187 of the DUNGEON 
MASTER™ Guide for details). 


Book/Page 


2121-146 


AC04-069 
AC04-069 


Wheel 

Name EP Cost Book/Page 

Weapon, Cloaked Wizardry +100 +500 DRAG179-68 

Weapon, Intelligent Varies Varies 2100-186 
Weed 


Weeds are wild plants that have magi- 
cal or quasi-magical effects. These 
usually are released when when the 
weed is burned. The magic takes effect 
when someone inhales the smoke. A 
saving throw is allowed versus poison- 
ous and other undesirable effects. See 
the Pipeweed entry (page 107) for more 
magical possibilities. | 


U3-44 
FR10-85 


Weed, Rapture 150 900 
5,000 


Weed, Witch 1,000 


Well 


Normal wells are nothing more than 
stone-lined holes in the ground. They 
penetrate the water table. and create a 
place where ground water can be drawn 
out with a bucket or pump. Magical | 
wells can be as simple as a stone-lined 
hole or as elaborate as a piece of cloth | 
that can be folded and placed in the | 
pocket. 


Well, Many Worlds 6,000 


Wheel 


A wheel is normally mounted to turn 
on an axle (a rod connected to the 
wheel's center). The turning of a magi- 
cal wheel often causes a number of | 
effects that have nothing to do with 
travel—noise, light, heat, the movement 
of other parts, and so forth. Wheel sizes 
vary greatly depending upon their use. 


12,000 


1,000 


Wheel, Fairy's 5,000 

Wheel, Fire 1,800 9,000 2018-135 
Wheel, Floating 1,200 6,000 1013-54 
Wheel, Floating, Cursed — 1,000 1013-54 
Wheel, Fortune 2,500 12,500 1013-55 
Wheel, Hasty 1,000 = §,000 AC04-069 
Wheel, Keening 900 4,500 POLY050-17 
Wheel, Maneuverability, B 8,000 80,000 1072a-90 
Wheel, Maneuverability, C 4,000 40,000 1072a-90 
Wheel, Maneuverability, D 2,000 20,000 1072a-90 
Wheel, Maneuverability, E 1,000 10,000 1072a-90 
Wheel, Maneuverability, G - 2,000 1072a-90 
Wheel, Spinning 600 3,000 AC04-061 
Wheel, Square 400 2,000 1013-55 
Wheel, Wind Fire 2,000 10,000 2013-037 
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Whip 


Name 


Whip, Breathing 
Whip, Charming 
Whip, Deceiving 
Whip, Defending 
Whip, Deflecting 
Whip, Draining 
Whip, Extinguishing 
Whip, Fangs 

Whip, Finding 
Whip, Flaming 
Whip, Flying 

Whip, Frost/Fire/Fear 
Whip, Healing 
Whip, Hiding 

Whip, Holding 
Whip, Lightning 
Whip, Malebranche, of the 
Whip, Silencing 
Whip, Slaying, Deity 
Whip, Slaying, Demon 
Whip, Slaying, Evil 
Whip, Slaying, Law 
Whip, Slicing 

Whip, Slowing 
Whip, Speeding 
Whip, Summoning 
Whip, Tuilrazor 
Whip, Translating 
Whip, Watching 
Whip, Wishing 
Whip, Zeif +2 


CG 


EP Cost Book/Page 


Whip 

A whip is a rope-like device, often 
with several leather tails or thongs. The 
tails on some whips have metal barbs, 
broken glass or crystal, or other sharp 
objects attached. These whips are often 
called scourges. A similar device, the 
cat-o-nine-tails, is a nine-tailed whip 
with knots tied in each thong. The 
common whip is not so much a weapon 
as it is a means of inflicting great pain. 


800 2,500 new item 
1,600 7,500 new item 
2,400 12,500 new item 
3,200 17,500 new item 

950 9,500 FR11-45 

650 6,500 FR11-45 
2,500 12,500 1013-58 
1,000 7,000 1013-58 

200 =. 2,000 1013-58 
1,000 = 5,000 1013-58 
2,000 10,000 1013-58 
1,500 7,500 1013-58 
1,500 7,500 1013-58 
1,000 500/head FOR2-82 
1,000 12,000 1013-58 

800 3,200 1013-58 
1,000 7,500 1013-58 

10,000 50,000 FRE1-42 
5,000 40,000 1013-58 
1,500 = 7,500 1013-58 
2,000 10,000 1013-58 
4,000 30,000 1013-58 
3,000 30,000 2009-22 
1,000 5,000 1013-58 
9,000 45,000 2006-68 
4,500 22,500 2006-68 

900 4,500 2006-68 

900 4,500 2006-68 
7,000 35,000 1013-58 
1,000 7,000 1013-58 
2,500 20,000 1013-58 
3,000 15,000 2006-43 
7,000 35,000 DLE3-063 
1,000 10,000 1013-58 
2,500 7,500 1013-58 

2200 11,000 1013-58 

800 5,000 2023-088 

Whistle 


A whistle is a hollow tube of metal, 
wood, or reed with a small hole at one 
end that serves as a mouthpiece. An- 
other hole in the side of the tube allows 
air to be blown through the whistle and 
resonate. Magical whistles usually must 
be commanded and the blown to produce 
their magical effects. 


Name 


Whistle, Axewood 
Whistle, Dragon 
Whistle, Gateway 
Whistle, Herding 
Whistle, Shrieking 


Winch, Power 


Window 

EP Cost Book/Page 
3,500 32,000 2023-086 
200 2,000 DLA1-057 
6,000 60,000 DLA1-057 
500 2,500 DRAG073-37 
1,000 5,000 LC4-11 


Wife 

Ilmarinen’s wife appears to be a metal 
golem that resembles an extremely 
attractive human female clad in robes. 
The entire golem is made of a sparkling 
mixture of gold and silver. It can speak 
any language that it hears, and possess- 
es other powers that make it a valuable 
companion and guardian. 


Relic P 


Winch 


A winch is a lifting and pulling device 
that consists of a number of wheels, 
ropes, and pulleys. By using a winch a 
person can lift or haul far more weight 
than he or she could ever hope to move 
normally, 


1021b-63 


4,000 32,000 POLY043-22 


Window 


A magical window is simply a small 
square or rectangular frame, lacking 
glass, that appears identical to a normal 
window frame except for its size. It can 
be as small as one inch square or as 
large as 10 feet across. All magical 
windows enlarge on command to a 
maximum of five times their original 
size. They all shrink back to their origi- 
nal size with a second command word. A 
window may be held in place for up to 
one hour per use. A window cannot be 


removed for at least one round after use or it will vanish. A window 
has no effect on magical doors or walls of any kind. 


Window, Display 
Window, Dressing 
Window, Opacity 
Window, Peeping 
Window, Spying 
Window, Visiting 


— 1,000 AC04-71 
1,500 7,500 ACO04-71 
1,000 5,000 AC04-71 
1,600 8,000 ACO04-71 
2,000 10,000 AC04-71 

— 1,000 AC04-71 
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Wine 


Name EP 


Wine 


Wine is an alcoholic drink made from 
fermented fruit. A wine’s taste varies 
greatly according the type of fruit and 
process used to make it. Such fruits can 
include grapes, apples berries, and 
others. Wine spoils if not kept in an 
airtight container. Contrary to popular 
belief, spoiled wine does not turn into 
vinegar; it simply becomes undrinkable. 


Wine, Eternity 1,500 


Wing 
Wings are magical devices that gener- 

ally allow the wearer to fly just like a 
bird. The user cannot levitate or hover, 
but must flap the wings and move for- 
ward to stay aloft. Some wings attach 
theselves to the user’s shoulders, and 
some must be strapped on like a back- 
pack. 


Wing, Dragon 10,000 
Wing, Flying 750 
Wing, Morphail’s Night 350 
Wing, Rakers 1,000 
Wool 


Wool is the soft, curly hair that forms 
the fleece of sheep, goats, and other 
animals. The fine hairs have minute, 
overlapping scales that help them 
clump together to form a watertight 
mass. To be made into a garment, wool 
must be sheared from the animal, wash- 
ed, spun into thread, and finally woven 
into cloth. 


Wool, Lapland 500 
Wool, Magic 1,000 
Wristband 


A wristband is a kind of bracelet (see 
page 35). The one described here is 
made of silver. One side is engraved 
with the image of a horse. The reverse 
side is etched with the command word 
that activates the item. 


Wristband, Equus 1,200 


Cost 


Book/Page 


10,000 1060-120 


50,000 DLE3-062 
7,500 2100-181 
3,500 AC11-092 
9,500 2023-086 


2,500 
5,000 


2006-44 
2013-052 


DUNG022-34 


6,000 


Xylograph 


Name EP Cost 


Book/Page 


Writing Set 


The wondrous writing set comes in a 
lacquered box and contains a brush, 
inking stone, and inkwell with ink. 
When used for writing, the set improves 
the character's calligraphy proficiency 
by +2. Furthermore, if the character 
has a sample of a person's handwriting, 
he can create a perfect forgery of that 
handwriting. 


Writing Set, Wondrous 3,000 15,000 2018-135 


Xanthippe 


This item appears to be a tiny statue 
of a shrew. When properly commanded, 
the shrew grows to giant size and obeys 
the user. However, another command 
word makes the statue immediately 
begin loudly criticizing the user; all 
within 60 feet understand the words. 
This speech continues for its full dura- 
tion but the being returns to a statue 
form on command. 


Xanthippe, Annoyance 700 AC04-072 


Xebec 


This item appears and functions as a 
sword +1 in all respects. When im- 
mersed in water and the commanded, it 
turns into a three-masted ship with 
sails. The xebec remains in ship form 
for as long as desired, and a second 
command returns it to sword form. The 
xebec can only be damaged by magical 
attacks or by creatures with 12 or 
greater hit dice. 


Xebec, Xiphoid 9,000 


Xylograph 


This item is a wooden slab one inch 
thick and one foot square. Upon com- 
mand, it transcribes the the users 
words, carving them backwards as 
grooves into its wood. At a second com- 
mand, the grooves fill in with ink, and 
the xylograph can then be pressed 
against a wall, parchment, etc., printing 
its message on the surface. Once the 
words are printed, the xylograph re- 
turns to its original; featureless state. 
After the initial command word, the 
user may also inscribe a drawing of some sort simply by using one 
finger to trace the lines desired. The xylograph functions only once 
per day. It becomes non-magical if damaged by fire. 


Xylograph 1,000 5,000 AC04-072 
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Name 


Yo-Yo, Fate 3” 
Yo-Yo, Fate 5" 
Yo-Yo, Fate 6” 
Yo-Yo, Fate 13” 
Yo-Yo, Fate 17” 
Yo-Yo, Fate 20” 


Yoke, Boar Harnessing 
Yoke, Flight 

Yoke, Irritation 

Yoke, Obedience 

Yoke, Practical 

Yoke, Underwater Action 


Zither, Zombie Control 

Zither, Zombie Protection +1 
Zither, Zombie Protection +2 
Zither, Zombie Protection +3 
Zither, Zombie Protection +4 
Zither, Zombie Protection +5 


EP Cost Book/Page 


Yo- Yo 

The yo-yo of fate looks like a normal 
toy. It is bright cherry-red, with a string 
that glows faint yellow, It adds +1 to 
the user's saving throws and a +2% to 
all bardic abilities. Most of the time, it 
functions as a normal yo-yo. However, 
when the user desires, the yo-yo allows 
its owner to alter fate during the course 
of a day. When used to alter fate, the yo- 
yo’s string is shortened by 1" for every 
+1 bonus added to a 1d20 die roll, 
When the string reaches zero length, 

the yo-yo becomes non-magical. 


1,500 1,800 DRAG134-44 
2,500 3,000 +DRAG134-44 
4,500 5,400 DRAG134-44 
6,500 7,800 DRAG134-44 
8,500 11,400 DRAG134-44 
10,000 12,000 DRAG134-44 
Yoke 


Yokes are devices that can be used to 
harness a pair of oxen or other large 
animals to the will of the bearer. The 
yoke is often attached to some kind of 
vehicle so the animals can be used for 
locomotion. More commonly, animals 
are yoked to a plow for agricultural 
work, 


Name 


Zoster, Zeal 
Zoster, Zoophobia 


Zwieback, Zymurgy 


Random Charts 


EP Cost Book/Page 


Zoster 

A zoster is a very thick and wide belt; 
they are intended to support the wear- 
er's abdomen to reduce the risk of injury 
when lifting or performing other feats of 
strength. Zosters are not designed to be 
accessories; however, belt pouches, 
scabbards, and other objects can be 
hung from it, allowing the wearer easy 
access to the contents. 


AC04-073 
AC04-073 


6,000 20,000 
— 1,800 


Zwieback 


This dry, crusty bread is magically 
useful in wine production, If dipped into 
a wineskin filled with inferior wine, the 
liquid changes to an excellent beverage 
that can be sold for ten times the origi- 
nal price. The piece of zwieback disinte- 
grates when used. Bach package of 
zwieback contains 2d10 pieces when 
found. Moisture disintegrates the crack- 
er on contact. 


1,000 4,000 AC04-073 


800 4,000 FRO2-61 

600 3,000 FRO2-61 

— 1,200 AC04.072 

2,500 4,000 AC04-072 

1,200 5,000 POLY023-23 

2,000 10,000 FRO2-62 
Zither 


This musical instrument is shaped 
like a flat box with strings attached. 
When the types described here are 


Randomizing Charts 


When possible, the DM should select the magical items he gives out 
in the campaign. Sometimes, however, the DM has more pressing 
game matters to worry about. To select magical items randomly, roll 
on Table 1 below. This table directs the DM to the specific categories 
in Tables A through S. Table 1 is almost identical Table 88 in the 
DUNGEON MASTER” Guide, except that it includes an entry for pun 
items. 


Table 1: Magical Items 


strummed and commanded, all zombies 
within 60’ are affected by the music in 
accordance to the rules laid out for each 


item. 


7,000 25,000 AC04-073 
1,000 5,000 AC04-073 
2,000 10,000 AC04-073 
8,000 15,000 AC04-073 
4,000 20,000 AC04-073 
5,000 25,000 AC04-073 


D20 Roll Category Reference 
Tables 
01-20 Potions and Oils AL-Al2 
21-35 Scrolls B1-B6 
36-40 Rings C1LC7T 
41 Rods D 
42 Staves E 
43-45 Wands ns 
46 Miscellaneous Magic: Books, Librams, Manuals and Tomes G1-G5 
47-48 Miscellaneous Magic: Jewels and Jewelry HLH13 
49-50 Miscellaneous Magic: Cloaks, Robes, and Clothing 11-15 
51-52 Miscellaneous Magic: Boots and Gloves J1-310 
53. Miscellaneous Magic: Girdles and Helms K1-K7 
54-55 Miscellaneous Magic: Bags and Bottles Li-L17 
56 Miscellaneous Magic: Dusts and Stones M1-M13 
57 Miscellaneous Magic: Household Items N1-N15 
58 Miscellaneous Magic: Musica] Instruments 01.04 
59-60 Miscellaneous Magic: The Weird Stuff P1-P22 
61 Miscellaneous Magic: The Pun Items’ Q1-Q5 
63-77 Armor and Shields RLR8 
78-00 Weapons §1-S28 


‘Or roll again. 


152 


Magical Products Listings 


sueds ana] y97e1 — ge-99 


ele 

pelpg [voumu-toN 9-47 

yanig [wowLION — EEE 

ore Tea STLT 

papa featuyy — 9T-FT 

rng weotep, | ET-TL 

wodmoy, IU OTLO 

Pespun — 90-40 

Feousyooyy ‘sdery,— kOTO. 
worpernig 

war Or 

slO298 -e8 1am. 


suds 86°06 
wormsastog = GEG 
wosiag — 9888 


BEN 1L69 
sadomnue sy 89°69 
Somagany 

1979 

ANION, 1989 


svoqazy, OS LP 

suadunyyedeys = oF +e 

Nv For 
adougnuwséy 

worn] ELE 

(mH gee 


“sp He 80 
ons Loso 
samy TUAW —- HTD 
worsa20%g 
wat ou 
stlowss ‘va 1a, 
aug “Hues — 00-96 
Mpeg 'ouowas — 16-46 
fv ‘TeusuZ E616 
aty "True 068s 
Apupg Lge 
aus pum yee RTE 
uM oR SL 
WORK = LLEL 
PID _zL89 
uodwpuoy 


‘uodsom Wee = L9-99 
unvaig ‘uodeae meme = $965 
sy¥ 9-89 
PRY FSIS 
uonasioag 
sasad OF LE 
wiriiod oF b> 
YPN EFTt 
souoyds pox OF SE 


woudinba  Lo-bo 
uoRUHWOG —EO-TO 

want eH 
sarees io a 


vonesruna0) 06-28 
ymorp juny 98-F6 
Gr eT ses. ES-O8 
World LF APT "sds L GL LL 
word LE AMT MISS L OLEL 
6TMPT sds L ZLOL 
SL ret sieds 2 6FL9 
oud VE ATT SISO 999 
Se reset stieds9 79:09 
ST Psat "syeds9 6599 


Would FT [AAMT 'sIAdS Fe FESE 
woud Lz 99 ‘siteds £ 
6 [Parl “stieds & 
FT 19907 “Stiods & 
BI LE APT FST He 


Gz Pay 'syedsz 1eeT 

1 p97 "sieds Bo LEST 
Se eeT eds t FIT 
wat LZ [OAT 'H09S | O1-BO 
STAT tds 1 L0-F0 
FLMPT IPS T 0-10 
wy oH 
sHou9S Za Tq, 

deal 0096 


WONEHAUN EE6L 

Sper eLeL 
adoay yp dunddyy 21-99 
si00g wanes 7 Budduy 1979 
*8UN PAuddeN 1975 
suorsnytt y Burddey 95-15 
Rudday 09-oF 

sdeay Be peor 

Sioog vag BIN EEE 
suORNI FIM ELST 
aan Sot 
sdeay @ sworn, 2Z-aT 
sunog waz29g BSUOINLT LUT 
suomnIT LE-L0 

wORINSK] 90-10 

way ou 
sdew ‘Ta 91981, 


(G1) M0235 Ze AKL BEET 
sdeyy °18 SGML 


sT10498 +8 *1amL, 

Kyuuaayg “our 

surg parg ‘deos 9 
sang 9 Huueuuresg 

ssounarrensiog. 

eo] B82 

besiehat 12) 

SAtUQY, uataa2Agg s,jeurIny 


919 

ssaauequTIg §— 09 Lg 

ee 
td 

ESTO IO, TSSF 

qino, grGP 

GUHA veTt 
ssouaswny 

Punows9puN, OF LE 

puspuy vege 

WML BEET 

uoranpey — 8E-ST 

ey ETE 

SSoUpUW — OS'LT 

FT Stet 

eH ET8O 

upon 80-50 

Amodeay euorstppy — LO 
an 

won oe 

snooum Tos ETY ara, 


suattutg oqi0Z 90°66 
Sunpea wom 8G 
Ape L686 
sreqaaxsty, 96 
UTI FEES 
wwowamago 4M ZB 
ra mA 1608 


SNEHA 828 
suOIstA 99-99 

wsmboquyuay FB 

wou, 69-79 

cueuandurey, 8 

anduwa O56! 

safepuaddy (yas) BL 
ssauaiemy punossapug LL-g7 
PrePUN OL-FL 

sou gL 


eg Suypoug az 


mopeys FT 
Wausoueyug ArosueS ETZI 

Burkog IOI 
uoneRTesNIN wag «GO 


AHNAY orwHR | Eo-Te 


qwuwaLy opmaed OS EF 

STEER “wONDOL -BELE 
amog OF Sh 

JPS Wuowsog Fer 
woURUOY ‘mOPHUY UoSIOg ZF-Tt 


woummsyy ssoddg  Zz-1% 
Pury aad Oz-6I 
WORLADN BEL 

‘saqug Suiquiny 9T-ST 


TeMLoN GruMuMy ¥9-0 
sadanquesk] ‘Granwmy 70-10 
was ON 


oswasiy, pecan 00-86 


woryeasy sniNIUNWOH ZH 18 
aedng ‘uma OF SL 
wo gL'LL 

aoNsy MOLI OLSL 
wgineig wea PLL 


Leenqneg Sure3y 


999 


eaxg “Suyeoy toto 
AuyeaH £919 
Apausy sencKuepy 99-65 
UOTE ITH BSLg 
eng 9999 
Sunnosdsueary Seg 
sequinis KEI BS1T 
JWT PHOT OSEH 
UNIS VPI KLE 
Aun 9F-SP 
27M MOLD FF EP 
ssaarsoys) Zt 
wornyuy WENT) OF EE 
smu SEZ 

tmuog snomers) 9F-SE 
tamory ind HERE 
wid CETe 

ay Wd OFS 
wopoesd 8ZLz 
2oimyh od 9E-9E 
opnniod ¥28E 
ssouynpesiog § 22-1E 
Hurusemsieg 97-61 
Bursj4 QPL 
ssoupmn|y 91-9t 
hovueyy FET 
souourums Yea ZEAL 
isang 0160 
Aayqusyng a4 BOLO 
sounysrey atid 90-20 
wag 14 FOEO 
suorordxy 20-10. 
way OH 
suoned BY 1G". 
Ana 00-86 
zoquimIs [UI, L696 
souasapUNA], "GIHE $6ZE 
SeaUysUG “UIST 1669 
dSd 9828 
weuuayiy ogg 
Sang wes 


Proj ‘HIE 


Burwoy aeoding {ty 
Buuty 
auy 
uoreTpaRY pasuvapy: 


f+ ssaudieys [9-09 
G+ ssaudsoys 68 
T+ swoudsuys Ly-9F 
Buikog orb 
qs EFTE 
mues 1h0r 
Poomiupuns  66-8E 
Buyoorg wNY LEBE 
my SEE 
Asmuiweoy RETE 
sounmey 1608 
SaEsr08 678, 
aso LEBE 
worMALIEaY Getz 
sOM0g FET 
wpedyHd  1Z0Z 
sruaydsoud = 61-Bt 
sounsaoqdetid LIST 
uunuwqO PZT 
PtIPGO 1-60 
We=gO 80-90 
Asms8q IN SOLO 
enssiseN ZO'10 
wT Tom 
#110 FV PIGS. 
FAW 00°66 

SOON B6L6 

OPN 96-96 
ended PW P66 
Ana Z616 
somodunpy 06°68 
muse, Be LE 
wel 9898 


Aone 93 90 S17 


apyansdauoyy 
souanbuey aya uur YT $0-£0 
usussomday HEH ZO-TO 

won Hom 

“nosey nam 


HOOKS EID 00-9 


Fanqung eFle 
fame Buoy OF 6L 
Suns aa BLoL 

Buyaing dana S299 


smeM “UyNAGy prUOMI| To-Og 
ong umauy peMoMETT GLP 
ung "uNANT PUMA —gF-y> 
any ‘uynauy pruoWITG EF TE 


swesig ‘emory ZETE 
AML Of-8E 
Woy L7-9E 


engin uRiquy $270 


Sxqianng‘semporydy — tz 
wmpody 0k 


tam, Aswuanurprated FY atm, 


suoned PEN 
smawnrran “enc Serena oY trend. 


a 
veonig Apz2y 90-10 

way HOW 
SuN049 11H O1qUL, 


snoauu|(92T ETH MRL 00-06 


souatuyy anbrag, aes 
ws0>tU) OR6L 
Suypuwssepun BLL 
Uorprayyoug #, xrmesenek, Bete 


MpumMLaA ¢408YPN ZE-1E 
MNTEN OF 6E 
wong, Hasna OLE 


Sadlupy [tag Jo Kaownt t0-10 
may lu 


SaWsQL 8H MITRE 


9H J PUSH 00-96 
wren SIAAUNEE) 96°06 


suraitiyeng 
serait AYyVMS 
Gory Uy ssauyDIMd 
say Fe [14S weERINg 


oe 
2598 
oren 
ry 


spownay onmu#oq 91-60 
{HIP9H SPOR BOLO 


ort 


SpE ED AML 
woyay woRedsaL 00-16 


wormnag quyj>t 
woRMmYRUop] OOF 
wornenfued ITYUIWD OF IE 
uonwnjeag Of 1% 
oH INWEG OFT 
spn FTO 
won ou 
suesqry ZO Ma, 
OUI ATTA 0086 
antoyew SerUNaL L666 
OHL 61S 
wu04L 06-99 
OAS Lee 
WOIRL AS CFTR 
poss oFeL 
woHTAaIS  LL-bL 
SPM ON smsUBUOYS LTE 
PRN ML MINT OL-89 
Wim "PUT ON 49-49 
syiaids yo ose] E919 
Xdiouunayy yoo ampudowy g-a5 
JP YoOqmON ‘ORIN LENT 
stieds mraguy ogtg 


IV NA OF RE 

Seung eHUYUT JO XIPOD Lz 
saty iwiug 2-17 
serwallMog — 0z-80 
powwalg €.Q0000g LT-PT 
Pood et-It 

Puna O10 

PAD PIE LOO 

wd 60-10 

wn tou 

00m = 9144, 

(HD s9mOL gq 00-0 
(HY) #UIOL FD MARL BOLE 
HUNUEH ED MARL 9F9E 
wuraQ’T ZO AML Lz 
og 19 1aML 9z-10 
ATL HOH 

MARL Aawaqaresd 25 oq, 
wouay pur ‘spunuwyy 
‘wareagry “Moog *p aE. 
suospez 00 
Muyuiooz 8A 86 
seoumnosptiom = 86 
ALsspuOM LB 

HL 4apuoM 96-96 
HJapuom 6 

T4apu £6 

mwuinty spuom 25 
‘V ‘9puOM, 6 

+9puoy\ 06-88 

edt 1998 
Supurqumey = sg 
Supmy —¥g. 

S201) PHA gE 

memo dex, Ze 

HL 1808 

IS HUIS BE 

sodey Bums =e 


g & 
iscessissesses suesceesedee 


c 
5 


sireqesg 
enoIng "ond ee 

and 

408d 

worpemg Awaug: 

SNPIN ‘vorNeday eo[pug 
Mandputousuvay yerwawoy Gz: 

a 


SSRAUSSARRRSSRSSS 


suopi4io =— BT 
woresmuoy = «gt 
40 BL 

PID thot 
Muyuapang 60 
270g gO 
quomysumg 40 
faowsy = 90 
suryioy 90 
wonTUIY $050 
vonwo] muy 20 
suoqds "PY 10 
198 noe 

spuwm <4 19K, 
wpueipoom = 00. 
Asparcim 66 
Ruroyiim 86-26 
PULA J 

puorkN iM 96. 
wostA HG 

sadsA 8636 
Sewayiry y sepunL = 16. 
spmuy Summummg 06 
ssuding gg 
Muumgaurmng Bee 
Roneng =e 
sunyds = «98 
semmoogiteds He 
Soames g9a8 
weds 19 

f+ ads on 
Geawedg BL 


oer] TAS HL 
Pumpruoudagy “NAS ELT 
sremp mys tL 


sruap Buruoaning, 


norseoxg OT GTB 
‘woppunuipy ‘diyssepeoy 21-91 
satendury 91-¢1 


uumnomy FETE 
wens 108 
WS 628 
sOmEIpey Said 
Teouy ECTS, 
sumysry—O7-8t 
wg L1et 

ey vtat 


uousayy Ene 
Pammmoy syomg «TL OT 


owen oH Bho sito 
now 


linea ese #9 qm, 


saturn 29 1am 
Surpio) F 11O13§ “MAN, 00-68 


we oe 


sieds jenn oem Theo 


p fwnpediag “4189, 00-46 
- uonumy mono — 6yE$ Joey ‘TUMUDTZ MOG Og 
oumpunyy ‘ape oStE by “WoHDMeg 9F-92. a2e2y, 3007 


diqspuoiag vasapyn 96-05 
worseforg WINN 00-96 4 , 
" 4 ‘won PLL urge s9kesg "PE 00-6 SAUIPENS 96-16 ne seco Ppa Bi 19877 tng 'PeAPUA 7668 
COW Fe PAUL 00:26 TSN @NUEWY 79-08 fs sete ssoumpyind = ory eeg "peg 9646 stueoraiieds opis TE IMENNIG mand poe TAoT RS PEptA sB58 
DOW 12 "PII 96068 ppgiriatant Pa a. erat S801 Prog PIE ueLD mous ORES oa cones te at Oar] ae ‘propun, vers 
HOW BIPM 76-68 a Aanoey au04 "peg 06-8R vorsefoay Peo Eat 12907 (9 ‘peaspun, 
VOW St Pate es-9g ; baecaesra = aimsoig puny FOF 249 "preg 19-98 sipante ae ou foun acl ee 17] Ig "Peau LBL 
BOKL'syex, pou, Eze —_ ZIV YorDMeLy “equi 12-69 Se nnpeniy ‘wrong — EE meq "peg 888 Seon Gone x00] [soy wag ‘peopup, zL¢69 
VadkL epeay pow, 19-GL saa ‘oqner 89-99 iayeasd 7 worse A0ydosg — LE-9E Avemsoy ‘prog 186. Sept Seat worse oTesy I Hoh Murdooyouny 39-99 
‘Surdowy  Xuranway 2h-$E qwampeaouS5 "equIiay 99-9 Soran O19 5, wosiog wey joorg SEAT spuedameog “aqneg 82-92 asefeyy 69-19 ok SEAS Wd PUL 919 
yea, EL0L Furpurig “eqatiey 29:09 Peas) Ye £4 vomog ieuiety ood — eEzE Ss tome §— gEEL WEFT 9949 VENT OFSE: apsrsurds 99:19 
Auduuds yp tuIpins 69-99 Z+ wonamerg “UMD EGS wernt 8S" Ze wotog wuresy joory — [E08 $s woIpHOYg —-ZL0L pote’ euoou] gELE ssateaidoig 90-69 
Murdwoas soeg 1+ Gonsawsg “umen 9949 ec Hie Le Uostog wurey org = azz £4 wonseg 69-19 plats Pe swapy % Pras 206+ 
sMuping amg 7969 SHsuOT "EMO ESTs bi hen F Zs worMo — 99-49 tmieg goes (remnta oid TES vorpeyoy aug Br SF 
pads BSS SuIpINM ‘IMO OF SF est seis Te worpmweid 69:19, os'usa 2$-0S = ee dois ry 
Surypuid S15 Te eee ey ee WERE PO SOEP wopeatd = 09-89 ‘og 4Sd 6rLr uae musts OFLe 
Te ee ares as aS aed STAD Raga eaty orse sunday jorwey —Ls-99 aqyedug yim og asa oF er pine hain feild acd a poi} 
HHON OPE bnectoacd atina wejd ‘josey = ¥S 7S “oe - poo te 
woneHAeT Zr6E £4 vorpomy Te] ges euoH .uOHy “POLIO HFEF moors leek Srna cere MD PUBTE WOM ZZ se puepeg inn oe 
Suuiop gE9e 2 wonssiag "iD sete SEMIN Zee Peet pear sin Ee Auid ‘vormaad  Gz61 suey oY — PEI 
; " Surpamy ore 2 upedurg ou Auveg “uorMeg BELT 9 7 
WyMamsoyeay Eze Us warped "89D ZE0E amNY "TOOD = SHEE - onus t a fas S+  OrLt 
a he ears ee “eal fe wines 2s Saag fe Taaaioeet ae Sas 
Mupueg 127-97 b+ wonanedy * piuqeEry JonEeD = BE-LE ta £ al 
" 7 eens toe E+ suapq 6I9t aig eg ‘WORD ELT 
Suneasuey £20 £4 worry "BUI 9Z-7Z ges aca Twunuy ‘jonucy — ot-te * z+ ©8090 
z ME Of 6a %+ euepqg Stet pay deag ‘uormmag Thor 
SOUMIQMUOWED ELIT G+ worsmorg “FUND (Z6T Lio 2 aspog pats Sept T+ 9010 
4 sez Te staoq 11-80 anaiy ‘worrsneg 66-80 
Muryempnoyy shet T+ Worsmodg “Sur gt-gt ce é wm cei wong 10-90 pices worsmesg 
tusury 7160 Wy wapHag Runpojy Sher a 92ST r+ wonemaid 0687 Ou "Te8KI 40°90 way OW 
m wouareidsi 92-67 + % mUEREY FOTO praougendng — 90 
dopey wi Been aero Held so20 wang zee ise pet lesnees pa wo Ou : exnysiug HOL0 sornury 3CH OQ, 
ac) "ds Homey OTE ie methetad enUEpURTSTs “mOPoO 7010 
ee He» scape SVS Stoo Bate PID BT-Lt em ba eee ON ‘5 BA NOY — voRreDr/YEND9I0q 8 Jog 0066 
Pe SPmOD 9ST 40n0d B6-L5 
1 NOW wpnitgopaies. Stee euatEA UREN | SE-EE fanueen hoe 99 99H A148, murtd 96. 
snooumppaosTyy °S1 GRE auNyOMG Ze comm “SEMIN ZLOT Gc Sunnie ek siysisibe ava go ae Yano, fomiediag 96-45, 
aneuing ‘389g 91-60 40yd “HENTIN — 60-20 Seen seas hsunag ane souswieg £626 
ase 00-6 apg 80:20 snidey UeRDIN §— 9070 Ee a srouTIa 16-96 Te Sang "YEO 16:06 
UIE 966 1G 90-50 worry ENT —-fO-TO f+ palin 6a wORRINAUENS PRE Ts atoweg ‘ysii9  69-e8 
wUnja, 2668 axydsouny 160 ey Ex Popes 9598 mUEYD "woHIOLg 7606 Te weqwog "yr2z9 18-98 
Huryurae,  9e-98 wpmyesy ZOt0 wy Noe Soe pace} GS» WONIIg BFE 
suo SI125) PETS wou tou snosumyooeTyy 2118 *1QRL ound at a poles} wre 
sam] FSA OFS Saas Gea Aueeyy sre Zs worDMOLg OB EL 
ze Cor 302 0096 eiquez — ZL-0! ae wR BL-9: 
rs 334 16 7 
sso SueYNUDS 99-49 oreus 0026 epaessr in) bts SUIQNENEPOM — 6989 Suryqem PUM SEEL 
qENeY BIg S160 wnat 8 sue: ee auagds 9878 sung 9929 gece od 
wor] cou201'g 80-10 won eos5 wonomeid Zee poop and 1822 eS 198S 
won tod SOV 'worDMEAd F505 b+ vormmedd E199 pone seen ce Be 880 909 
SOV "uoOg EFSF f+ Hono 19-95 aN 1289 5 eI 29 UOHEIG “as 69-89 
spurg ise 48L FON MON2eIg ETE Ze ome Sot wopesyoursyy 29-49 cornet ae qwaunuey — BSLS diyszapery 29-99, 
‘wornmneag OF LE Te wormed oF LE : HeIPEGO sprog s9ieag ary) oeeS 
ystuang aqeue, 00-68 ES sso eg swoH 9¢-8z mceruae] 2099 ere Og at SoNEYyURE 99S aiqudeseany 2919 
ZOV "woRoI St Wiad ES Sums] yor a woraWoory 91q) 1 29" 
wutuans s¢92 Tov mene Beat wuoH 2Z6T pene SUMEL “Sd ESTS ununy 096s 
Sutueygoyous 9149 OD¥HeNSMaLg gz-se adoH poo SLOT queg’aert Byer 2, oer Suraag tin oseP O29 BSS 
Ssaussaismog #B-1e oniniang en ‘Nvowerl  ay6e F aed pte ma 964 osrint tysy png "WMI 9g 
sept eat oon sey IEE SEH sours ODE pr eernpeaae zroy 
Rakin. ares ede EP 1G nae ped ioe Bete Lede “santsey BE-Le 
e wee 
Suipumg 30-0 smonuny aoe 5] GH, 0O-9L AY ANE — ¥e-OT "fat eee ery sii fades 
Hoey rose QOH 9] 19K SLRS Pavay jrvawarg AND SEES beers sei thee 
SUIYS ETPIGEL LOOP suEasy Et-Et anny 2e-02 rie 
S204 -FL IQUE, SLO TL MGEL 99-60 weg 21-90 oueg  Btat SS ea Nee 
sadeQ 11 919RL SOTO Hoang jowramang Y S0-t0 wy LEST wom sece 
SOV AEN 00S MIL Oe way Oe coy het pun ELet 
SOV AEM 1668 orqmy, Sawunuryposg 2p oes, soEUNTTOY, OTH TQM, smaray ‘tiMO=) Hua L197 
RNR ORE Se eee ennba 11-60 apuuswaddy juudayg PP Zt 
EOVIM BELL danno1y Pasing "woPEI 0-26 sonmoug tuitesug g0-L0 woRwmY 1160 
BOVAW, SiR Pure 'saqoH “SHBOLD +1 914, WOPS MA 966 sesajed $070 JOWIY 8020 
Tove 199 SOULS £6.06 weed solo aurea TY 90-40 yavag somes 
S¢ wordaeid S909 api tomy 6948 way tod vormdepy 60°10 amyidiowwy "josuoy 22-97, 
ee Soares | 9593 ang "wormed 968 sqeanes 2H 21qNn, wo HOU wonmstunuBo SZ-4g 
vor seread iver eae $22" D199N “SH A1QML MEW CVT 
ae Iwrsadg ‘posing ‘amog 64-92 our 86-26 FuwaNy) 120% 
mopey cif Tae Te sorpemig 169 ANG PAIN] 9MO —SLTL wiaiganay 95 dos} ssrpuy, Fy suMITRY MEY GIT 
Ayman woreg “UemTS seat Ag PALIN} Gamog 1269 RISES NG 9646 Saad pts be souvisteay WEY L191 
SMOOUTTPISIN COIL MIGUL OOSR — FuOdeay afm Ww ae WL PaenD amog e9Se 2d W IME OSE dospurey “aaznosay Ayunurayy way 
PUL EF IML HT Plog pue aiid “U2aHIS 92-61 swpgueyy ang re98 fa worsso2g "Yoo0sg BELT 19 PRIN] s9m0g 19TI avpeg-ueyy 2S 1606 Nidal ienean 
mapUNKD BF stqRL OBOL a Bea) ret Hosa 1481ag IO IMS SB4S B+ worsenozg ‘youg = 9 AS PrN ‘damog 1999 MOHPA 12d MIPINYS _EB-EE pauuag “saunosay GY 
SUH LE ATH BOS yOV UMS = Zb20 auapep ms ¢9ze T+ woI>soLg “Y>IORg —Sz-FZ. Nf PIN} Tamed IS Sg WA a1eg “AaPINYS 29-93 pearg ‘samowy $2 
ssormig (Of FIGRL ESEP PPOs = =—9tO Surseg aA," SOT — suiquiny saquiny “200g | £2-2Z PEE PNY tamod FSIS otuesg eg “Ruppiys 98 dsy “sasnosoy 
SAID SCAN LEP Aonyqeconqpaty wWSIg "epmads E192 feun']‘ysoog 12-02 BI pein) damog ghet a2esp a1eq “Furpinys Hees wog *119qrH 
moog Nf oIquL ZEtZ MM MOU surgausnop aug sordangs 47-92 Sow “yooug gt Mg amod CFO anig aig Surprays Ze18 wouL ‘uorpararg 
sPeCR SPARE GeSt sums ‘21 108. S+ ouong yiys sodas gy snnby “yo0rg gt-tt Ie Bmod GEE 294) PUIPINYS OB-EL ausidg “oor aya pimMyY poouEAPY FOTO 
spuwquuy zr qaL vere psu bho d see sou0g “y>oesg 91ST WL demod Sete Sureg grit aut “worsore1g wo ON, 
POP IE IAL LO" Anon OM 06S WIT werdes TLL Suoleg “yoo PLT 9 sam0g EOE Murposy (19495 1g" 
1a, oy ae oo 419 wanetseg “9rd02g 01-69 a ge ug "mad 67-92 pai cise aac ar lcs SeMWY TH GEL 
faw Pah. SNEYD ‘PRL 96-96 twowdenug ‘sonleos 9929 peeuuog Meg TOT WE mod SET wONNHMIYy ELTL om, 
sane Santen wonsayeig neIqUKS 6-06 torn sds 9999 unnspoy dine oy GORD pig iamog (Z6t auog aasay “aiding 1.00 aa nent en hee 
=A01D Testing 2616 oper "Surpuoyaq| savtoos 49-09 St 10-90 Puzs9mod Sts pon) Z—- uonseg 69-99 Sune ane pte 
ae eso 2 3148 HIS 06°68 vend ‘seers 29°19 sonbg $0 i Seren BS 3) Posing t— uorrsmerg 19-99 pein ast ; 
Pp A HIOOE f° 1 Sunpenduney ary 4aartg "sun ZHLL 
sumsesddy s9pyuajs B48 Mumnids WAr] “Rd 0965 seesay outey SamUETE 40-0 Wemacrrereng . (A190 Se worpamig — og 4OAMS, na OL2L 
feeeii tang RoOR obs PPNS 9858 meysain ‘wg S15 BUY 200 apuL teed 4050 Fe uoypoay s9e9 surquint cagines, 
JMGAD aMog AUN 16-96 MOpEYS eS WNOYSPEID "usd 9599 omg bese MAAC Be woromag 2919 pati aay ma 1299 
womans ae 9A B66 orqug oe ete peri ceneeoty wen tod eras Uc we seus :v4t ota seN Gots 
or i + a 
vorounny etm “wah 1889 ie ee weneoqunwwen ‘en Og mooumooNTN EH OL 08d OH TL 


6 , Ayonog eee Sq 00st MupIOH srl ; 
wus “ee uesuy “stoduy E939 sousY "UN C66 : yesodt . , arguing aapidg “seddys LL-bL 
crema saoeeng “Wig MMeSgaynen at Reet re Ty uapzeag “ones mesh 
Suunog “‘UTyS 0868 pea TOL Brot quauiuiT0D ETO vost] "RUPE ZOE wiluang P| Boric 8999 
pions ied joueg, amyesedwal weswe) 1010 Z+ uorpmolg — SGh saysnog Kua gee pats fone ibd 
3381 bo anapeds men ON Te wormed HFIP suor] se-ze anid sedans | e598 
DSteg — 9S8 OvEIANEH sprEMaH s9mog °¥1 71qKL, swt — OFLE WU “wAPIOD Tete ban Sore Mb died 
ews ‘ads ESTs wostog ‘preqquas  pedyong surmunoy yeu VELL. ssauysald 82-91 Auysung seddig os-or 
atsey 's1adsS  OFEP pees "ayes te sercom "may sovmnsiual puwgpeayy AuuyraseyyAUIME, —gT-60 Puvipoows "SOUS SrZF 
Tews ‘Kurpjrys Lesh WwuoHsusuq-eneg “Hg EE7R pees re uM 00F6, Aupidag eH 76-67 PUrqUaTER 9010 oru0ag MYA HONS TLE 
ate] Surpiayys Free Apuuy spaemay "eS IE HUSIUMA ELE osinteig WH gz-se way noy | ANAML PSurdery ‘sous g¢-er 
lug “Genau¥s ZOb adieuro: paousytS “and OBL snosum[9oeW 9171 GEL, semi en 96-08 aouazayiq eH ¥Z-1Z uysumpMyA ‘ous ZEST 
wae] Aemmaues 6ELE I edXL spreuxong ‘een =a. ‘iene suioog *wapeg 0-L1 SIPAID FM AGEL ponds ‘Iupues Lez 
limmg ‘wormeyoy ge-reE = T OdS] s.pamuyong ‘aang LL-9L Arquoyy Surpurngs Maes 24S9 — yusunueysuasig ‘ape gt 1T Wwoutayy “stsauyreaid F261 
aBuw] ‘woRDIYyay ESTE 1 od4] §pawuyang ‘asing ou s8og Jurpunng pam UYU ¥98S: 800301969 71-60 uoneredsiay 00-96 Surge “Bopteg gist 
PU 1S6e wORDAId Wd Wd FL-LL pray, furwnby S91. 005 ‘SurpIOH Lots s9q"009g 90-10 UEMIODIN — PGES —- BUONO Mozy ‘sUIFEDOW PT-OL 
[reug ‘souymorkg Be AypeInsg nenueuniog = ZL kaquoyy Surmig, S41 008 “SurpIOH Og te woe eUH9g 90-10 worwrongstorEonuy §— Eze uOIUNaY “69H 60-90 
ati] ‘ertuyaooukd 978% Hunn rym YOY IL Jog sums “a1 oot SupIOH Cr Le price wasEUNYA/ UOT 18-9, Buyddisn Vea go-to 
aiding 22-02 Surpuaig yg OL69 tng tung, eos ‘SuIpIOH ge-Or worwUAK sewer GLO, wey ON 
fimg‘uonsoag BERT Horuuny Hoy Bg sig Buidvay furanonad 6 EE snooUUyTOOHTWN 2M 14M, uuseygnuoMuMyoUg — 69-49 iciniciiia Gch 0 
Muu] YOR LEST Kiuvid “Inq 19-99 auvy Suryiney Souq PI-RO Fuwowumgmonenfuos — Egg cura 
Uomo FIZL — snOLIMEKW sKuOW “In gg ue} Aupaeg pp Be lad ae oxes baci Mle od ImH9pUEN OO'T 
sroussa[ionod 160 WIN SAHA ‘oLaFMUIW $9-¢9 woSesE paICD §—OFTO Ix. x,t toneangisig 40-10 on ee IM LOSS vonemiqy — os-sh uonsy sown OF 19 
ssaumonidosd 90-40 [nyNuMoqiang ‘nog ‘aay ZY Suntan 840m, wm 10H seg sea eT qaL ie rere Lad oung Jo 40H 09th 
WANN 90-0 yg Oey 19-09 many Ou Spates, 06°99 Se worelg Pree ‘ta 
worwaoaty £010 surummag ‘pay 6S ss9queyD :61 1AML sapds 19-98 Ps worENOA BEE sata a OE 
way] YOu duymrg ‘3ey gg SHeerA SOUT IRL sums ¥878 B+ wonDowLY 1¢-97 Ss ect A 
= 4 per 'anp Lag SPOT PINS 0006 HS TS8L B+ worrmorg Gz-0% e toe 
NPURD TW TTL fupigton os audi, 00-96 vosod 6864 eaum'S LLSL 14 wormed GIFT SPUPH 26 f 914M 
e i sonpy tog oes SISRZIE 96°06 Jeeray sound 8289 Suymorg FLEE wunjan “urwaH 1-20 
Hours "jwataans parodia 00-66 fujanenig ze | £9 PUOMS POPUEHONL — 6B Amqsasaisy 19-19 9+ woRDMOdd 11-69 sunja, “uA 90-10 ane, 00-96 
atuwy ‘Ieatasng parordtt| 26-26 yuourepued "Youd “p 19.09 onains 08 uonssyruap] 99-95 + WoIDAOId 89-99 wa Hod = AuquD puN HUMMING F668, 
Tews “Surpjarys paroucwy 96-96 Seapny ‘ajquisog “2101 ey Puoms uous = BLS wore oft f+ WorDmerg Soz9 oa YHluanguedng 9e7e 
ate Suplanys porosduy ¢6-6 : posses Re im seMUES — PL69 4am pmUNUOD 7ZZI + vonsmad 19-89 oO 1H O1TRL BUNS 189L 
PID 16-06 Srge0 ages 899 20109 1-10 T+ wonrmag gg9g aury 
Hews ‘sepeig ouNLE 69:28 waidisgieen ae pA amdey — E96S wnt ou vO RAEN 958 Asuodeys, 00-96 snagetg on 
ails] ‘sapnig eum, 98-48 pyaspis ayenes-uR — go Jas “UR ZO6E Ye ofpenig F668 aap 8929 
[Mug "eMoLY ous 19 "wieeD eh ag Su 997TH WT GL ‘ B+ wormed gRER bil 
i! eee yuu ound "31999 ZF penemeT seer nuns “A stor wis Jo wos] 9S 
aae] emosy aud 189L fepg sung m0. TOP uy Lee 4 PID ‘IN SFEP Be wore BELL ‘Sun 
ot Pix 0086 4 T+ wonsmoig 9L82 pen! Cee 
Inmus "syeqarta sete ri pebes wodouy are i un9a “CK ZeOF WH prEe 
aHawry "syteqaatgd ZL0L oe ANd 20 bed eurey EERE ‘SPix9 26-98 Suyuedo 11-99 
nae teest Adu sete ps AepixS SPSL eK GEST 20z+ |HAIdPOT 9-09 wD seee 
jews A 69°89 cumemay oe MPMI) BOLE Fett Pow of-eE mou 169% 
ae 1999 od} “yse]a swena  9ERE pi Janis “euId EEOC plea xr iodt os OOV'S+ MUD AN BEET 
HUINQIIAT 9:29 é . Mud eet winuneid “aeuleg Gz" + mer dong t- 
Iges wow (SE amg adates oie oe wi M8 wrentuen etgticen Promeand MEE gop. ities ee “twmted. #00 
‘woRwUIM Bo-29 sopcak snr 11-90 ‘ iS 
femmes Seve suoteuc woes Tee japon too sal ooot SuIPIOH HSL ee ae 2ST - PRIdPO| AINed ge-OE bh ielnden 
aiawytuondrasig e¢-tg pimid "Foapeed OF AupOH Sal 005 "FaPIOH oF Se enjeoed 911 MOL — HAY} ANA GzET mopumen -e¢ NL, 
img -osuojo peer — SA0O8'SupIOH uameag —_ Gz sai osz SerpIOH geze 8 — SYIMYDO] KNEE HEE 
$41 002 ‘SuIpIOH tameag,  Bz-2z a es #q] 002 "MMIPIOH TE-¥ annie SUT 
aksey ‘oruaed LISP HH 14e ws H WUE, 0-6 
tyrug mound peer “LOL ‘MuploH same 9z speeds FT LGR sqiost UPIOH €z-9T Seed OFL0 uysueng 6-18 
Teaainey Keg Yomuagt $e-¥7 sq 001 SuIPIOH gt-60 ee eee sreuyNS 9¢-08 
ak8ez 00-06 Surneqeydty 0-10 ave S050 Supls BLeL 
PHEW GON ‘99D —BEGL wat now oe 84 WoRIMeLg 11-99 
Hoag eIQON ‘9D BLED Sensigi end $ OW 8M 1TH Fe uoHMoLd H9-8S 
Hews sour Te6e ee. tots #105 SuipioH 1z-et B+ wormed Log 
ate] souctiug 92-92 pig. Hone etch suysig 00-76 Bupmoaag 21-61 wk 00°86 Z+ Worm OSE 
IL SERS Laps kd oneal 169 sau0g S140 oH, sewALOpUN 16-66 T+ wormed EbLe 
F 4 nes VERO: Se wepeisvien Zee: eg ot worey emuopunl 626 seurouened 9606 
sqruawayy ary *Jos1u0D ow ‘mua TE-t0 ieitene' ene pd or woe copeodei, oroe ee ed teat 
mount aNIg, ABamyounedty, or way Ou fu om > Sear T ore Auda, 98S wuIEYD FT-80 
? syruanayg Mpues aBessowWy So-9 Avo0m am 
ssauyroog 420) ‘ies Shenieeeana sos 807 914 SUIPIOH AUN Sree Se Se meio 0-10 
svoupopurwerqeed “Nowe V sree comme eon Sunway geez MOMPUOINLIT AGEL 00-92 en RNS BULL wax, OW 
uonmnnysg 2U}e « ‘ ye S988 SST MIAEL 99-9 HYRULE LL 
awourwuin{ “x01 hesans:] a i I hd ede saa URe9US =I] 919GL, 79-99 quauudyy awoddo 71-01 SaTIOD :L0 1GRL, 
kvaatg ‘wospiney 90-50 1AeAL 168 may MHAHOG ST-OL pia 
1 Kiunaeg 29-92 Ped arto cuosd 617 99, 99-65 PUL BIL 
Meret ‘waupine 90 ‘104 sayenodg ENT GL 796P ary 9929 woaiee re 
moog ‘wospIne E020 pends laetediph-ibes SPOH TUT SION, FoF mouwy 7909 worDaya ¥6-68 
Atlopsowy sty ‘uorpINe =O. aurpIon, jin} saxo 1 1Q4L 5594) ‘OLT AML SESE Ty aunpy YoY Bo-99 moussojosuaped 8888 
smoMUUTT HORN ETN TEL way Ou Pood gFLe eequirED 61 144L IF Le sxaulnyialuog oc-pg SOV ‘seu THOL 
snoauaytaosy ZIW ONL ZR 6L ‘ uveag Ame 00-06 SONNY SLANG, 9E-¥E pm 206P LOW ‘esuayaq gu-0L 
souong TN IRL BL 29 SORE LEASE ionaiecaaene PERE purunwoc ruowary ae BFEL ee TIGL SEO cole groe PME TeuOMAIe TTL GOV ‘eenojoq 69:49 
SOAl8S OUN AKL 99E9 ai oog'g HuIpIOH UAEED 006 Seateieg ster amy "euemayy—-gL-e9 saxog 91 MGUL 67-92 sxouyieg StZP beso 90°10 SOV ‘osUNed BILE 
switd GW INL 29 TpvOKng HE 9616 Anuquwassy 60-10 ang yewomary — 19:79 MOG 'ST OGL 9z-77 acto Surpey 7p sa Mictied Toe ee 
Sopmod °SWN 144, 19S peu eto be0e Se ttt om qqueg‘euawerg — 9o-gh somog YT MIL TZLt —— satendtue] puayauduios ssa FEM 148. NN ean ee 
weld “LW IL oss Gaaatwes ter AY Iewwag HES seg 119g ET AIL Ot-2t Oona) ZOVsuap—C HEE 
wouOYS UNO] OW SIGRL OS-OF betaine wong ZIT GUL, auuowuing sePE TTL ILO sony snoowe}| 2081 roalueeld eote 
qed 3 WEayENg 1M OBES HSI LN NAL, OO-E Aurypumg 1¢-97 
nO SK AARL GORE meneey. e300 amg seer seq UT GEL 60-10 sound SHU OM NGL CRS 4 
a PN IARL LEE venue Ot x.08x.08 SuproHt 0928 sree 2 Zt 1A ON worsareg wewusity SWI SM GEL ZO FP wong Sesare bey 
ssn OW MITEL OBE atskss Gomera 01 x,0Fx.08 ‘Sup 9BZL poo 1-10 adusy aunty SIP PH IgE, CH-SE 
Ped opptiee ecole eg ‘ator suum 4 “aura “un Sixt p kenle eestiany Ines wen Toe Sere sdep eM mam, vE-4e "eee pares 
(VE) *1PURD “THN IGE 60-10 : OU x.SEx.0F MUIPIOH LO+E PEPE TH AGEL ETT 
SAM OH wetooont sD Lee Olx t.08 SPIO COE ee SI State aieacr oman med TM MRL E10 eae: 
atqmy, Crwururyoag 2 21qu, eae ‘een. te wesy ‘peapuy 00-46 KL OW sapoeag of 919M. 
Sem ens wait NOH andures ‘prepun] £699 wigoydoog 49807 00-16 o1qeL Kawuyunosg *y 91qaL ka 
souig ands "peapun 1618 1x2 4897 96-6 ein, 0018 
Pu ‘asuaouy “nuauTuiD PIOH IIT aIqRL = nds turueaT "peapen Os +L OIA SREX HOA 2668 sur ree oe 
“saPuMD "sSNC WW M14 woyy ‘Peapun E199 WUT “OM “UBqINL gg-gg puw eH 'sa1P4D 7 IGN, Aunuteg WEN TLS 
AUMTeA 0076 wanogL Lg w " Suuawas assy L9-Fh 
219 MUST "PPY "VUGINL FETS = 
worwayting sm "M00 sates 1608 Aays oss yung, Kaun “eqn OLE annbg ‘puoquiy, 00-96 ‘ mura COE 
stUOIg FAAS “UI 66H samsuIENd ZEFL wowysayey ESF Wurny ‘Unog ‘ueqiny gf-ft Saytacuquy ‘soysiawem, 96-76 pUysay “WIOpIDA GEST 
wWaSPU MA 16 49860 EL-99 Siopo ieswaig LETE HUSKER “UGE 71-69 Seg Benmnielg Bite - Ve wowed I-10 
SND "UA 96-96 $11 o0s'2 “upoH ¥9-95 saa OFF saddng Sq "5 99-99 wept LLL Aamssyq "SunpMS 988 ee ee 


$41 000'2 "u"pIoH  SS-oF Surqousiasg gf-87 worst, “dengan F919 wp wg «BSED esaukiq "POS ZERL SPAOID 1S GL, 


umnydayg iemeped BE1E 


vomneN aN) OLE aayiued 2808 
vote Sm4 arse Presa ceso aevasig Lowney aN 9E4T wor] BIMUNOW TQ BLL 
2URWOION 1999 . ‘ 4 Suyponig aun Lee 
one So =e sete j cane, 82 ibe) stit ep ineq thon 
nwt Sris a ot Seu 9141 PMA MG — ELS 
SEM IEEE wonvRAw REIT weg ey 999 
Astiog 276 wares uN O1-20 ‘oy 'uoogng 29.09 
Sows Gt-0t IPE 900 49pu0y, 
suykdoQ 6D 10 aeyporydy Goto Poo auyuNS EST 
won od wy toe Suumeys $989 
HEAD °BN PL seopmog :9W 2140, ‘ donnie Ld 
Aue, 00-88 ‘ URIPAIN Srae 
weal 2656 wom ees 2098 OR ee 
snooueyeostTy 'SIN 1aeL, Surquys "2009 8020 potas ‘ta LS on photog erst 
woruadieng "193 40$0 Peseay 1668 SOREN TUN 92-89 asco 
WOH "WA COS SUSHI WD 1060 uoremopURAL $999 fag mdiong 1965 peas lcccnpel sis MB Lb] 
Muymog "PION 8626 wwomdenug"P> Z010 Urs ‘ame 8z-se 
Muroog ids OF ES NOT IUAL GH BLTS parse A 
areday “PIN 9696 wt ON suvjay, "poodg 2903 eauqueH Oper PLOT) OAK HTST 
SOUNL AMANT APN 2688 snosuMyosty SIN NL vonmrmigdes BozE HED Zhe geste oo 4 
$ pag oduig 9b-¥; Sayuioy 889% omg "oursogy act 
SMASH "PIOD 0068 Sues Bete MomyUIG Se-Rt Suyyy wong “ywnkeg O80 
Sasi tase seen WET ELD TWAPDOLD LOO 
uonunay Pou yuney $010 aSenerey ‘so10 
Ww" 19°29 want 10H phere 
Surpent 19-69 
uontwoddo 99:99 sama S29 91, Marnie 
OUR SFET 
eaomodg (OK OOF ahuniss moth 00°66 wry, 0066 
xaam ON OID WECE tua “Kowa go Aono “sored, cet eel tnd HERA SOLE wopaeding TAL 86:46 
wonuancig JI9Ig “NY OFEL qui] oFer pine Beatson iid Sejuanqiang. eet aah PMINTIREAS, 96-46 esoUNDIOAL 96°96 
SuyqUUYS BEY BELL Serddoay oy] Zor Ze vonsemig 9999 woud) BTL ONT MIE VS FFT SoryoYD y MuOWWS —HE06 
heesecpteh Meioh Mt oo s Suyaeganl Efe * porpeoag eees Josey jervawierg quEy gT-S1 os 16:06 Buyreous ZA 
wou Roc aden BEL axel atte ead 8ot9 weNg HEL jane tie tReS O66 
Sate satew] uoasy “tun 
amo HSTeNA ATT ZIP essed e Rata eden oa smpq emi OC ee ee Rideherean. Seas moyds omg # MS REE ia ar 
muvous "871 0969 yonsayg TULA “dB 4979 quay Sunes 22-9 shah 4 seme) Slo Spards moquien 29-18 Suywanny Ceee 
Sa10% For BOIS P ree wine) 8st Provdinig MoQUIN OF EL "i indy 
tonya edieD 1969 dH AH Leer Sucre 90°90 7 paid [LeUrg "wore 808 
suruing sannednt 31 99-99 saumtd SeAUED 89-19 aNowy aiqerauy suing 1261 digepuaug 2E2z meng song 6 |-“UAISROSURA WIA “Site Powupwuefiedey GURL 
pron te) Rurweweg‘vonng 9999 waMUYNEA STO Hosid 92: weray‘uoneemy 7010 20S PPA HuINg 9K wowing LL9t 
sued 201 Uris vorenjuo,y"wonng 169 vonendna Stet fipud. ea wor tom Sang 0nd ELCs. wonerierd Shre 
me ert ae Suneeiq "wong Zo19 SUN BEOL ame ore Proawouy wud 12-08 woieeddg BL zE 
Jojumg "dey sree SuySuewy "yee OSEF 4p "UOLENJYOD GLY fanseg 1190 POMC ENE MN suais wD BAN O9eo Bunteg PUNY TLOL 
SOREER CST S797 Surmoosp "yng grLP ronnie quenniteR 8040 wot apes un Airend 19-99 worn 2 6989 
JOXRUPPAPL HEP eevee Lag pgs tami bedi PANY SOTO SoH OOS stun] Moles a1ed 199 monte OL 1999 
wor eaidng ‘epey tr6e Suideemg "woug Frey want Ou won ew soe Sues 484 Oho Plosdiiia 49puOAeT Ud 29:19 PAN] 9919 
Buryuug ‘oipel Bee AuyAasg "woo Ze TF 2 ssouueg [ZN 1K meas Sus ses LOIS Wd WH AP OF 69 ding my gg. 
Maung “peT sore MUHdys "woos OF 6E SPOMIIN ZEN OAL omg "Pures eA OFEL PioqmouY ona ted 8TLS 2D OW] ZO19 
Suyqomrypuy ‘pe FOIE ssoupuiig ‘woay SELE “ worreuarniy 00-16 ues "tures sed LS9 aang otuEg 999s heap my} 0069 
qtury ZappeT O6-RT speny prewtuy “wog gEoe dapindivyy 5, bene 0086 Ss wonemg 0619 uerpey “Sures ses 1919 amg WOOLY, EOTS uMoig EN] SOLE 
Huiquinyy 9pPeT LZ:92 mpeg eng sees Wiss 2698 Pe wororiond OFTL oantmag ‘Sug reg 09S usted oi W3VL 1908 onig‘enwy 9959 
Soule ZOpPHT $747. SUM LOH Ze18 OF SOR id Be wore 02-19 M00 “SuwS AN ESSE —PIOATI UOMQUEPUDAK] Grey WMG" 969 
Bt AS "MapIOH "OUH ZZ0e puoUMOD WATS Ay OF EE S100) KUN LL-0L Ze worms 0919 aaedoy Sues seg Leth opurds warsopul rar wary eee 
BUS AMPH WN GEE nn AMEMOPEYS LOND 699 1, Gite Orly sqesourg Paros 484 OFEE — suoqdg oni WompURIU] HEEE Post ih edd 
Li aig Supp ou OPE Mudooig qu geLZ PEAY 2999 SHUN, 19 OFTE cute Sureg seg EEST asyds wD Bry WORN, BERLE 
o2.ng MupIOH UY ELIT fe wonowES OYUN 92-52 wed Ze MUO) OFZ aay Sug aed 217 Prowditia PID OF GE trgrpamad OF oh 
FHA UX OO 2? uormonE AMI HER MReHTRAV AAC ISLE fe Auyo0g 081 tung Wuneg wed OFF OAMUMOUS ONY HOUTA BLE menrakiogs $e-Gy 
AuppauA “KOH BOLO Te wonomond UNI ZEAE Tasted gre waywe) O10 wn "Surees ed 8180 asl mon Kn Oe s9pPOd THUD 
worsteAs Xo 9090 Suumonog “wAUN Oe-6T abeietiaia Ba wat ON wey Tues and 40-10 ei Avo Ind Le Ansa Ores 
ba Wa hed Hojwog wNUNE gtZT Aer wot Oy Is pri dont te0e ne ne 
wasuin KO 70-10 dunuiuey yousg ghee SMM ANAT (NUNN Ee-OT swoady :1N #148, wasrad ding doo 6z-9¢ wonetned LE9R 
mony 108 pci diied< Hi4 Bailie) sto se eth ais *OaTHS -O1W OtqHL, auayds ypu dow 27-92, Soe ea 
i Sumy BOLO sTOSUMTTAONTIN 'GTN 814 pong 7 : 
smooUNTOONTA ZEN MIqHL, eoumaquinag "youag ZT ree sie MOY —eNOSUNTTOONTIA FTN AIGML BRBL PUAN BOOMPNI 00°78 oghunpen sade wit ee 
Sursw0y ‘Mo119g 01-60 snooUNTDIY EIN 1GKL, SLL9 Poy LOOMING F999 pers sD Fst wou TSO 
Suyvedg ‘soy 0066 soz004g ‘MOURA — BO-L0 SUMUWT ON IL ——enootreyaoeiyy TIN OGRL 99-29 Woody) sooMIG LH1G asoydg 40 BELT ae Ui cdned 
souaopoual,"U02] 96-26 wvaig "Molo 90-90 emoosEHAFTIE TIN IF8L 9S8F unosg LOOM OSE ese. No sounmedaenid 12-90 
Humor "0os] 96-96 srutig ‘itorped FORO creas CON enooueyieesiy -OIN SARL oFSe Suywnag ‘eu0g S862 std OWN CTEL — proquony omg Uni ELet ENOL SoHE 
WHS "HOH, H6-EG samo “SOUNIY 20:10 So YONA 61S —  snosumAOH 6N ORL ETE worwunuy ‘sug BIEL 2M YooMNPEG _Lt-10 Wecwene eee 3501 nd Shee 
serenko Set: Sete =e nou pin Bb Bs mum eNoweeL ost | ena Mind Zi-9 wet MH sisuwpoy am WEG 6080 Sonat ates 
F pabedleedn! : acd 
fem ssrcd se bed snosuatfeorrHt OIN 14RL, Ze vononesg 915 presale hla OE ELH hg suid 6 148 seen sane waa 090 mopwythecy: 231 
RECIPSIAN SeuiTO0Pl 9958 Wewpnp 'aereg 00-96 + en ee $200) ON MIG 91ST aiquog aewTEy "eg 915 aan onde sesteees ae AB re Jeena S141 
Aujeny ‘ermSanoH F968 vojssaaueD ‘aOURIEE $668 pasate} sSure TFN GEL FLT mouea B vomIog "WHIP OF ST senpebueal 1658 wat tow Tomenat 
UNS “SEEN E18 asmaaung vorrsenold THY BStS scan eae 00 EN FAK 280 aadng Sopeoy “weg HF OF rem jeu soupurtd att 
Perec bhi Surname PY TELL ey atid 200eE IN PGEL 400 a eee ore es 06-68 s2UONS UNO] OW MAL Pieri peg 
bathe, ae me Bui oN svordy IN EL 2010 HH "WERE SPST 1035 19.598 
rer x0 en Faryoung 90H ‘ev 4 is OL Rou an peopan “oe Hoof sores OR 6L sausapy 0t0 
re Let wena: aang 35 G8 sung "wirg Zz-8t 4 p 
voyHa ‘Suiddery “KooH ZL-1L eee: ee a STL AUTH EN IL sounoy wae] amy “SY LTTE apa rer feats ae wg pass 91-99 wondsoqy 20:10 
Suyrougs “stun 0169 Fue ewauy E6-3¢ wa 0% = wren amy "addy U0 thet ta I eg sous 1919 any toe 
Suyuado "atu 89:49 [ersunay amypuy + ZE voneuIUNIT MOLL 16ee pitied leag ‘addy go-to wormed 12-69 Lag Soe I 7.9 sen 8K TE, 
sorrento Sell 9999 Panton Hepay IPE Sepoouneog [pur smi9y] PIOYreNOH ON OTGHL aan tow yeasts mame wre 
NTO HOES aettaertaetmy Sees derearremend ‘x06. z WEVAEAVO 8999 7 eee otic rhe 
Ss coment Dome TIO | Csaeened aeemy SESE ome Le ae 2 ere Stn <n ean Pech Hews “INEIA 1656 
[I commmect qpouueny Soeg TH ONeGIedUs ‘THUY ¥ZEr Sayuing $uot 1999 por eng ima, Cred hace asad id 10 Tratean Seas 
Et worpeeat spowaet gras MUON UMIOT TAY STL an ree amdry Py 96 PND TM 866 MENT RODH 9Se9 ST MOU ewig *yomg wang "sedeA 75.06 
TS aoa sonnet Fe89 IH amag "aay B10 ne SuramM "<M 986 TIM 96°98 sour Sayer 256% suse USO “OW OTL sire emg wong nnn sous 
; wan NOH sold 96-97 Hayes may es que FETE diywpused ator eg “sous "erodua, 
Koudey MpouNUNH 751g en 4 : : Cay Seu, coe 
Pieces = tdde2e) pba ‘or toring monaioog ror worsened en tees one coe E Supmoeg ror pone Kad 16°96 tiwttig ‘dootg eode, 186 
ooppeted oot ied Hale vondussunaL 90% ry ee AuIVD "HK -6B MOKA SRLE OMANI KaeNdey ang EE-9E OO PENT 66 ster es teh uae 
“uo * t ined Juumy mpaey eM ge POEM 9F-oR awdtered aan SEE ome “PHRETL 06:29 tqemg "uowog ae 
sory nna and 2b wong Nees tees presser a ee ra i ee pe MC 


S a Ei —— 


24g Spoog peez D"Auqesaanaumy LET saddog ‘wotes 6-22 Supurs HD O89 — nomigapeimae | te ee 

ay] jo smaig ‘uoeg 12-61 @Aaqesansuepy TOL sruosg “woKEIg 97-97 sou "Tees oF Ee sepued wena: eeL9 snooUUTPOOSI Wy SIN 2QML, 
AAG 28N Aasmy 'slaMG BLOT sDUNPMD 60-10 weesg “uoMes] $277 isd 'iewisy gees NT s0q 99-99 

Prog, ‘Yoo St-ST won 108 aig ‘uote 1261 Teipneneig TD 26-96, Sears. eto worst, anal “adooemfal, 06-66 

Buyereay yoo” = ZL0t s2appny ‘etd *1a"L Wg ‘voFw gtgt fewkay 1z-81 worst, snswyuEy “edoosmay, REL 

doos 'uootTeg —6O-20 unusey) oLet woneuoy LETT HID) FINS 19S HAL 96-96, 


IsNy 'UooTTEy OOF tedo wea eTOT TeRSV BUOGL GD T1L0 qa ‘Aswad, F668 
wORUN|eA 90-16 
wosieg “voor —B0-10 pen goded suIsORY 60-10 omg ‘ITE 90:0 Surpauyy omwaeigy Aewodyy, 26-16 
way ou arog tore xy 9940 at 10H sewn “SHAR 06 88 
snooUNTIOON Bid 1a. Aurperg pads 91-19 een. eve sireg :td rq Wade Porenreeng "pores: 68 
pester, Lessig wort Ou, serge ERIE 9898 
41 PH YooeE 00-96 wormeyoy 09: TF %984 19d IGRL —PRODUMLFIONIA Zed TRL 0076 luryswag “Y}2919N, 
dwoarUyE we) “UoolTeE EES Sung] oF 1s SRosURTTaOeHHN “Ted MARL 
SPOUOATHARD ‘WoOHTe BREE Auras meg OTE sensens 00-96 swesg “MINYICA "WOH Pree 
AY "OO SELL worse OZ IT Surpunes 96-68 usosuy “WOH ZhIY 
aquporsy 96Zt Aurpana 01-10 SeeypEU WML YARNS GETS — MOMUMTINORTA “BT A1QRL Sudtunds y Surping 
Sroka Jo spalis "WHY 1699 wo 10 Ve Sam UoTaIONd 199. — MORUNFOMI Ltd AITKL 9o-4S siquoniuosun "w0H siocboea heen 
sung Kayidg ‘amesnddy 9909 wr] sL02 Fou td GK ESTE suows] woH ‘ 
WH PPLE, 2 6949 WAL "Std AKL OF6r Surfwulig "Woy Pusdeenmun TPG OL:69 
uormnd MO ES1S saquiodas "044 Surging ‘emia 899 
eww 00-96 Seca eea, Sete onan Surpayy Sung 99-69 
‘ia OLAS 96-16 Bases a po aytugy Mung $969 
fh : WEIpEY 06 Le Bred es Pe en sapoeys Fung 79:19 
Jawan Hurseig woysuy  f-08 = ae sarmNIqU Free Hagrseaupoor “wo ppb ie Th 
pauin9 ‘Auikwg soyouy ner ee PIR GND SEE —- MOL AMUNICOTG Iq BEET Hog *usoy meee Sen 
3 nq 9L-2L wos qn) 169% sound 6d IGKL BTL SeTWOTIOG “Burqutg “woKy jwomyseny suing 
uBR OGUY BEET Jour 11-89 Suyooy $7-08 FID BA AVL 9TPT surydiog "woH 
Auigerg you ZEL0 pd wou 61-4T SpeoyaNT Ld AIL ZOE peay s.xwwad “WOH 
Twyay YouDUY 90-10 antag Sete unaypy "XKuQ RIE CULO vkg og 19H, BEY pururwog “uso44 ayaupoagy ‘adid¥og 01°60 
aay ee mM lees SNIGY 90-10 SOGND Sd NAL ELIT Muysdeyoy ‘w2oH Soy es ee 8040 
SNOOUULTODEIN Lid 14M, puND 7208p jiabrsebeld ma bate ae pa oa aaiat kien sate toe 
WeIUOU) BFF f #9qnD Sd MARL = : Medan oe 
aga peak 00-98 rcs (cree SY FN 6909 sWW08 Zed MIVRL 90°F0 squad smuieg WOK wwovsryuoy odiditeg 70°10 
newute Sete wna oe Poy 'Sas9W 79:49 — SPH td NAR, 80-10 saojeenz elt amy 10m 
funds ue 18 wed ee0e ea beds YIN 68 = we Sagan tan squsminaysuy 210 8144. 
e) AMOUR OF FL samg ayn joumory 62-92 an aan eae swouaa0g ESL Stay Samu ig OGRE ame 
a oanaumy ELS Hurywo1y ve-02 ges peyets BRL a SpE \pheg) (pa ee SqusMINATUT FO MARL OO-08 
a IaAnauy 19-19 -quog BLT tear Saanres ct Suroung 19°69 WS PIM d LTE suawnaisuy 200 14%, Swumumaeu] CO MARL GTS pucuNy coeds TEg8 
F) DANOUNAR OFS woo HEIL <a 'saseh See Suyjoog apts suns UT ZO mIIRL 09-08 Hur woods 6g-22 
a onnaaEW ESRD 2p O1-90 Sauce ota Huey OFF E+ HONDMOLE mIqWOZ —O-RE_—_OF MONEY YHAId “aH S1uMLUNEIUT TO AIAN 62°10 
SFuuaoy LT eawusnyrey 90°10 coe tan Se Zee + WoeMIY mquioZ — 16-96 sous “dam 1AM NON 
kw oFte won 10H he G92 I+ BoNIMOLY equog 96-46 sepopesuryy ‘dey ; 
aunyog gE-Rz acon vue "Tome ee f+ se8t Ye wormmolg a1quoz §— 26-06 Surnsandy ‘amy SIRE CovePaEMd 10 StARL duc 2003 tntuedg 
posing “Furyworg 12-10 urefiteds am. Zs LY «Gy Wormoy aquoz — geLE saopeunysiyy dae STEMI SPR APR Jouaig "wnymaadg BTL 
Sunwolg oF oe eee Jone S9q019 18d AAKL t+ g010 exw quoz 98-98 S.PuNNON "amy late ee wormawoxg 
ala ergo palette Ba | wm now snntz Suny “dae disci panies ‘aieen Jwev0}09 ‘apudgs 91-41 
ssueq 10-10 Youtg vag —_PeadsYamog snaspuny 00:96 imahenes Saneuys ope He TR suaquuop ‘dawg mnie apntiesa ene ark Surysum “dwg CTet 
mnt tou dawysy ui, gesg MANIC 48mog smospunyy 96:16 Renn ner 1 6L pusy ‘diay Wore ‘OF, 96-56 Lessin tires Tor 
; : SEIMY oRog MaIPUON 06-98 HUMIRED “OPAL BELL pron “daw, sate $ sropsmagy ‘dvs 60°80 
Epon ora cise ay ee T= paeng sus sete we ee woSerg “PSM OLR. Suryvarqzoturg “dey Sen vcn one woWTUsRN "9soYS 40-90 
p- Sums ogg ' Poomoxy "ape BL TL suooysg ay : 5 AUR yponesy “arog go'+0 
uy, 0086 TNS ORL ; - WAN 'OXR 06:68 
f= Nuys ete woog ‘redunay, 02-69 s.anog “day ‘ way Ou 
ee oe x Z- Buys 9499 ee Yano "8H $999 psoomicy nH psc enya at 5) 
oudsoy g88L Vinod 98-98 ie +8PNS L968 7 i snoxpuogs "Wag SUNN, 98-98 smooUNTOOSTN IN P1GRL 
P t= Huymg 9919 Sujuourung ‘ANY S99 Suruiseys ‘daepy » 
eyay vo LLL D1PIN HER PR Eros pred erns ests pas Fa ke pee Sunt, “mopuim 9-68 
soaytg ‘uowuaG G99 WLEY Per] Z818 wormed 9815 OORT-NS — os-eF ports Badd caanyiae Suisds *mopuim 7818 Mon MUTUY "1904S 0066 
poy worm 2999 vpory ook Suraayawaitpooy a Lag tre Surywads ‘odig 16-99 rent atiy, OH Burdoag ‘mopuim OF 6L quadiag “ueAIIg 9615 
uaaig ‘woes FO-LP J0UNW 9 UOXT BL-BE ~~ a ge Stns gear ip as é Awoedo ‘mopuiay BELL — AIT MOAN "TUUAIIg 96-95 
“ PaPOT INA GrIt Surpunog ‘adig ozs Muywoutmg "Buoy p p 
pion ‘uoug 9F6e 201 HOH LOL ‘ieee eee ATE USER cece tarer ate, Tame Seeaeen ten Huresaug ‘Mopury 92°90 aug '1V8S FEES 
soddoy ‘uatesg gCte Duo gy pgs pe 1 eras L160 Styyows ‘odig 6yLP Sup yary AUK Sejdsig "mopar FLL Aaning MANN MOS Z6TE 
aruoig ‘uo Lee, sour dawysg wort ge-tE a. tacneey Aeee woadung § 208738q, stury oyoug “adig OFF ‘suryeig “Buoy _saMmog NOU LLL SURIND "MOS 0668 
seug ‘voted E291 sotwpy daeys-4 wos] 1 ce ed saanig way 80-10 Peeve So 4 sijuninnges ‘haan, aworiam AMY 89-28 
ania ‘uosescy 91-60 emus uosy O16 Ae Ere can teet way Tou ian, to Seupans feos soywassy "wo! Hay] '9uNA suveyows Any 98-98 
omg “voG — gO-10 4OUTW 4 DOST RO-Z9 cae ee - Te ee tree preaitrhotd Suyuwagspes BOY HF68 
potas Wyo eae wemayqwng SU1t sum "td 148, word atid SEE 49 1 Seeieriea ‘ete 
quo 9 Surss7ig 01-90 Supeypnd ‘edd SeSE — Suyuouruing sefyng ‘BuoD qowoptuwrng ‘odou 08-62, 
vay, 91d GML sour 3414-4 WOH] E920 ssaquaY 30:10 |, wRIOPUN 00-96 sued ‘adig Ze-te Jaroueg Puy aI penis Both Bhd 
ences ca wan ey wag TeUIMON ap WIS 968 ed ‘atig OF-8z— SeUOWY FNPHBA “oan dea tang aieig. Grae 
uonmmnegng 90-06 ™ ; - s01RRwS Bez ured ‘adi 12-92 49a “a4 ‘ ‘ 
Nga UOT 698s Spwoyoundya itd GUL ‘i furiang * UIyIEAL OHO FLL 
Sutuis 2698 sour 3404] L¢-90 aIUSAAS  18OL weaupeN ‘edid 87-87 HAwid ‘NLS Aunppooug ayey ZLTL 
wood.ingy YIM 4aTBYAL OBL. soupy g ust ps sug 00°86 NBUANS GL-0L Sunswy ‘odid 22-07 pry omy diyg oxy 9L69 
daysuusuodvay = LOL aves oes Semana 6at9 ay to ‘ode Cigas alg ‘TeaH “Ns Iwaaunay ‘oyey 99-29 
WIEN Him siqqems 6969 af nysereud §=CSLS Sonuney ‘odig 9ttT ou0Tg "ona 
TMLee tea Guo Z5-18 epee RUNGE SPMY oa] “om, 


| Bur ‘ods 
Sue UL see WN 9sts KUTCH ‘td £760 waxy 


UIA “OMA, EPID 
bl edo i aofey dings: uns] gE LE MPHH OH OFSt =o ‘sid e090 squammnaysuy ZO MqRL, — 89A4C “8, s04F0mPOOM “100], OF BE 
SEN EN, ane danyg.9 vost oF zt ree wats Suiped ‘atid 900 spuung "s4ann2wWIH “Joa, BE-LE mo SOY 
sanding ss emoy Bh Ze m00g ‘dig GO-10 4 Oe ‘ 
wanted JOUWD PION Sree wowr, TIN Z808 Siaseoncighg ogee TEE on ee SuyssnsIg “NL 00-66 ‘swujfawty gege — Suyuowng amu ‘dung go-zg 
wh OPIN BFE Suyaog amunyy G6L-LL = me 4 9t0R a8ueg ‘913 86-16 SMNIML AdonuBtL  pE-EE Burraq deeq ‘dung 9s-99 
OPIPD rob stig UayOL ap ELL “oO gL-Gz Riieg eure usminassuy 3 9IqeL atumoyIML4 96°96 Auruouruing "suosyL, ZE-TE Aynatuoy esuog ¥o-e9 
sou WYSE PIPED BE ang toonug "UR PERL ia ‘eee ; samod ‘9UOIYL, Of6T Aurowung 4exed Zo-19 
solu, damys'4 PION ELE ang woy 89 1169 ay $00 saddo9 wid 00-66 Monesoursyy ‘ou, geLe Areas 4oy0g OEE 
Sion 195; S010 dusysd PID 96-98 azig ap png “ie 89-99 an PE MAGNE Mtg 86-26 Mieeq ‘ouosy|, 9z-se, Jos wuoy asty “say0q 
ea Boe JOU E PIO) PEEL amg priimog ‘uty 99-¢9 suamag “adid 96-96 Asaproaqurg “peasy, $2-8% Ss perniio9y “ore|g 
ote T PID TEE aeyEArT 79°00 og 3d MAL onmuoay ‘did P6-E6 spueumUoD pear, 721% sound" 
sonteIS Pid EL apie OE BommACI, BSLS saroyds “247 76-16 Sutty ‘peasy, 9¢6t Surpapoyune, * 
20H LET PIO 6z-8E Jwuounny 9¢-45 49m0g 00-56 Auipring ‘241 0668 Aumsom “HAL BELL 400g * 
{- prods 0076 WET PIO 17-97 Saewy ‘ang CSIs UO W616 Rurqyempooy ‘a07] ELE. Aurpums ual gTSt uorjwayauag "440) 
f+ prds 1668 PUN A PID EVE aiseq os er wog aS 48 Pang “Suyuoumng ‘em oF 98 seus aL FET MamUIRNAT ISTH ‘MOTE 
B+ pads Feb so F PION EAT a1qm ‘wotag FSF Suing espa eR EL Suojeaus ‘ny $8E8 aoog WAL, BEIT norieaauatoy ‘morte 
T+ prods e289 apo 1% aaayig ‘woRW FTE sie “foamy, BLEL yoy] aes ae mumoryasjog “WAL, 01-60 Ruyasaig “OxBytg  ZE-1E 
uoisindosd $9.99 AOU PIO OFT poy oot Iree autg ‘Iewamary 72-99 PHOT (emg) "INT OREL saduupeyy “TUOID ZLTL WN URL BOLO Aunuied YUMY PIE OF-8T 
O-ANGwaansuu So-oP 200 PION BELT ununeid ‘uote gF-98 queg "rusuy 19-79 wmsEYD PANE) NT BELL = uoNwatuNUTEIED ysUOIOD 92-69 danny Hy, 9090 trnay “uog Boke, 


HASIOANSUEW SfLE ape gist oan “ues SEeE ay yrowa7g 19:Le ye) emg mn] rst Suraswm ‘ouryy 89-29 mod ‘wal rO-EO surnag Kpasdg "uad 92°53 
q Aupqeasnauyy gfe sou dreys-3 pion cal Pisp 'wotmg ZE1e aryredsiay, “TweAI  9S1g Fuweywaq susie] pee Susi “NY 99-G9 Avandeg may 20-10 souayexg Uag PTET 


Sy moug “ureyy vonmayinad “soqwmIoH 70-10 
Buund 0169 Fe moa ‘UIE OST po fe) oot — Tau mes 0668 wean es 
a Long c+ mog p= = quowatedug “Bury 00-16 Sawoy umoug 21804W "xO SLtL SAO INNS BeLe mmosUNT|ODETW “OFd SITE, 
wusipnere;) $909 Sarg Peg “Sury 96tS | -BUNpIEY ¥copuerg ‘mg 71-69 Weed "INAS 98-98 
Sorwus 2919 SOUL TH IRL Busou WED ‘eMeE ss99 BAW OULYS FFER Marh]g “POYSPEION OO-LE 
Seay ceae Baureys “oY 2668 soog ‘97g 19:19 reg “dys 2318 499 'OUNS "MUO 96-96 
Boyearg-mog S529 Z+ MOXT "UY 0026 — KOMUGTY 9Joo4 suey sESe Souepiog 4Hg 0919 $P80D "HPYS OF BL Hoesno:) "U0 FEES 
surquya Te Moa “UIWYD 96-06 sunpeN Jurqeumey HEIs AyONNG ¥eqV]T wOLE"wOG OSES MOPEYS OPEYS BELL Busts UO 26-16 
hone en wIMTEBD onig "UY 7668 Syme ‘svaig Fung FLL —FuLmojDiang UopIal “ur ery query ‘peasy “wuadiag 91-92 Merwe] ‘seA00H 06-68 
Be MIP WHE BIS Ss amy gece ooreSuwy ‘yng 9LEL sKoquoy "puted Fry sos, "TeoS FEEL os] 's9K00H BRE 
% fs 3unIg 096F re UID HIS swag Sey “YORE 7169 ZAX“UIPa OF LE wopdacad ‘19S LTE BUIALA'S9A00H 98-58 
Zc done. eree Se ay FLL sasuwai) yreasg "voRed 39-99 ang ‘Hed Sete wipeaty ‘anxdmog 0269 SuwRL OUI Fe-e9 
= Ge wey Ler med Od HSS ssoureq "Sarmog "ited ZE6E Suyeeg ‘odors g9-19 snes ‘ou B818 
1 Ts UEYD 20-69 uoumoug"edid 0925 Maymog IME 9CET. Bayeas jense[ey ‘ederg 99°99 Sarmaeng ‘jorys9ypaeH O8-6L 
Araehong 89S9 sonodueH (dC “Id 9589 WORN FEIT PHL TES 5969 qutuoy] ayaeaypuRH BLL, 
S¢ emuoig 9-19 voRWUITESIG ‘IItd 206% OLA OBLT qEIOANONUWY “TS 2919 Junaid oupeNPUMH 9L-9L 
Ye sruorg 09:15 qeqnEy Md RESP Hedi OTST IQUDANSUNA “IPS 0969 ang mamlorky Ley, 
f+ mmog 9SEs sousaqdery “od Ih anoqy “INV ZE6T IqEIOANONNR "IPS 9o29 REGIS AWAD BLL 
Be smuoig 7564 spQNA OF BH 'Md OFLE 2890 “suMyDu9R JOM 80-90 qusaAnoUE [ES 9F'99 PWT KoUITESISdy ‘HOOF O69 
T+ amuog grr [wang “nue OF SE SAOQIhE PLY F010 MUYPS “PCE HYS FSET saqusuaddosy ‘a0 8919 
Supeig rtp MuopUwAL sROspUOM —_ZE-6Z ed AWUGES PPPS ZTIS swauysuc] “9(MBor 99-99 
eUUPPME OLE 9+ wou Bese eurosy und 1B tHE wssoH aids “sIPPeS O56 vsnraeg "YdsI) 99-09 
9+ PepueH gees SES (OO FEIT Supa 'atppes aye wrurasy vowel) 29-19 
b+ pepuna ZEEs OF S+ (OU OBL ions ws HAL4 SIPPOS 9FSP SpLOM partowaid “WMI O96S 
f+ papuME gz92. Pe woe orate SD MARL OSL eaojany ‘muosHIOD PHOS Hr EY Hurting "mn Bo-Lg 
Ze popued ¥e1Z Se BS ey emen und CD OME PPLE OUD RUINS “VP Zr TY 490 “TaN 99-99 
1+ pepura OFLT Sel GS ema und ZOMEL SES iads uowayed Ore Awowny ‘feaey Fo-Eg 
SOV eueY gTet Te OR FOTO yy mney EAE TOMAR GL-T Burysrg sanswagy “Hog BE-LE suoNanY "eARD 7ZHTS 
Hunpauy Zr6t P2WOQIIPPEY ORL Wed onasoy "91od 9ESE —[HOKRTONNC-eUMAL oH) OG BF 
aon. Ta woraio%g IPEY 90-91 wen Nee Huryerg somuopy “viod wo-LE anqng ‘wD BrLe 
worduosqy +010 pany wane Hee qm Kzwupuord  MqML MoKA ‘Mod EEE PioM MYUEMIY “OTD OOF 
SPS LY TL wen oe monesatiexg “10d 06 62 armen ‘ey veer 
sowsy =H sta mma wien ons aR DT, rear in| por i ed 
o Proydtx '2999X 00°66. ereuinid WEEE ome “amUNEd Bet 
AD PHS SEE O78 Bia ip aa dd spunsouny ‘addnnuey 96-26 MUL'AUMd GETZ WENN N.uLONG “esas 9E-SE 
Deere CRM OER ee oe soyey MIM - 96-95 su2s05 np ‘PAWL OFT PARAL Od HORE 
ee nee Se Sra PPIs ums reNdON SUM 186 aAuyuamoy duuad BT-Lt am eee 
(AD) s0mAy SH TEL C9BF onetyy Suey PIE OF LL Busy "76-16 yen Kuyag 91-91 8A, OFZ 
Bape oe oS et Sesh woteig Hur 06-68 WAT ed PEt woqueng — RzLz 
Se a eee en SAR OR Lee SPH KUEHL “ION SELB Weeks ound TEU wed 929% 
(GD) s0wAy TH IIL eZET Avon moore 89-99 r eebbarassne§ : 
(OW 20M SEH GEL ZE10 anqqud "Son 91g | “MIN Id Ym 898 sy tihn ed lack 
sary eR ER Bory MoWeY "G40 BOLO souruy — 2z1e 
ae moquiey — 29:19 *ET'HO 9090 spend “uaroy, soqrwag 
(7D sPIONS [£78 AR 9269 i aan, eee per OBL SUCH HO H9eO puvidey sourwed oz 61 
(VU spioms ‘22S MARL 89-19 prnestuenenberrt $3.28 HD BELL PUD "YO 72010 Surgery OWA BELL 
weds HES IAL, 09-89 pesto rat dg Puoweig §— 94-91 wan Ou Surwen yeTey “eK 9ST 
ssmisies 028 AML L999 PERE too ‘wr OF es eure) FLEE mmoewepeorrne Ita MAL ssoussapsoUTYD OT PTET 
Supeng ser] 96-88 Lee Dinas adwerey “09d CUT 
suy0g Bury “endopidery 266% vee woqsuaNsT-00g '20 00-96 ap eg ete | 
“de dun 
Caer en ang pnunuog ‘yay 89-29 Nts oe SuORNIT 9d F080 
re, sete sunnyside, gggg — “MOHEK ANELESD '9OMO 678 aw4%PAC_ 70-10 
BONPERY AIT OFLE — xneoyouayy ‘ped wodaray ygeg — MOA AMEYKAID "9UO 1868 =a eK 
bs soy "wer Ott in Aen ee POH HMSYKOID VPWO Bs-98 
ie sradooy smyjoy “dooy-wini, BEET sOneKW'paNqa, ggg “TO TAAEUAIID“OPWIO E48 MHOMUWTIOONTA Bd ML. 
te Sods "uO 90ST 4ryrrewossoy ‘dong gore "MO 'AAKYMUD'9PUO Bree 
a 404281, 41H PNG AMPOH FO-TO Muipumng "eng gogo MOA ARENKUD “OPBIO FOR Huppeq PaC 00°66 
f wo ou ean “PNG -¥559 oni AmmyatD ‘euid 6L BL wanrest 42843 86-16 
sua] ung 38 148, Suipry VPNs goT9 spose dhe ied Pies horse ted 
ummang §4aRUD “PS O96F preemoierehg ain 
: eM OF URHTIE IIH 00-46 WE PAS rE easigtertones tee 
oeTstIO “9S HAN, OF SupUOIG "WII 966 aadiA ‘PIOUS OFF panty ere teed 
ORV AS IIL ETT RSUMUTA UO 7568 xqusoud "PARIS HEY Senia*yaenanyg wetuiy oye 
Spoaymouy ES HARL ETT WOPIED HEH 88-98 saying “pAEpERS ZTE Big ememmetg wee Eee 
(wd) Smo zs MIAME, 11-90 SounssIPUOH WH 18 {PUBO "PAPERS Ore quieg ‘jruewoig ‘wediioy Ze-19 
(AU emoay “Ig o1GRL FOO SsoUNsa[EH OH OR LL Sqr PmpUMS gee AY Ywvwometg ‘wredsoy OF 8L 
nam, ON ng nQaMeH WH aut BUOkH “PAepUMS 9f-9C srebaeng Sour 
ms ‘ 
1am Kswupuayard 3S 18h esr: Anuatuowg nh Dipset} Sted pet teens ite Sweater WRG "SID OLS 
— aah ssmnngBug-oaL- YN "wD 19-19 lowe "prepuns OF-67 Wap iti 
wom °S 1A, Prong “aa1Ae BUPAEOD ZL-TL 
Ye Meld WAAR OOLE SEDO. OPUS, TUNE RENNES SEE aduaqTeyD “WS 8894 01-69 
awunysin Sarkig 99e9 weg ‘ends 97-St 
r+ AM 0096 fe Mid UanseM 96-46 avlaeg “woedaig 7969 sayremsspids 62-02 MndUIATO sPAHtS “UY —BP-L9 
ee eee Eich tse tiad akapry ‘sayraand arg SrOF epep sepids 2212 ea een Seae 
1 soparnig spumqinyL 1628 %- OV “wasdeueay ge¢8 Ly Mid aaren g8oR pie fal ai Pujasem"aeets Geet wayquRLE OLN 999 
Eeenet Ames. teee ‘oie eee siqeuod sauayos Suyted OFLE MIG EraON “OHS —SELT padded 
Te tom samdoy ceeL U~ OV "wuamedsueay GULL eum “COR OFLL Prods gq secs Aary aquomurey‘esoudg 91-91 HRT HED O96T 
Hea Samed Le-bL pay "woe gLtL ueney 33a 7667 suOAwoH L PION ‘sds HILT SHIUBAWOD "HED BTLE 
woFeag ‘wore £169 ray weep ‘uote 22-69 Pog PIEH IIe 97-7 eweKsy KuTeID ‘ozayds ZEIT oqntig “ueQ 9¢S9 
WOH Wurede joord 99-99 aig “vote $959 ‘arwog "um 92-12 Sayqey aseg ‘asouds 1-60 Saya, sunog ‘prey 999 
autg wurede joy $909 + Pag ‘VoFG WII fereay ‘sou BOI 


Pioy ures ood 099% 


“ oF 
Peity 20pMOL > GFZE AD Iensnee aeSy = Leaps inca tem a bie feb ets "anMped set 
£-JOVEMY mR (FUE Aapaezi yy paywooa0) NOE EE EM SEN ed: 9019. Sunwny ‘ips ZF 
Z- sopemy aiNsIN 9fee RLUUD "AYM 9ES See pumu0) ors Pee ere ren a wa Surqeads ‘IPG OF 6E 
T-sopEMmy AW ZEST mrey) 9eEE poss eee eee 88: surny ang 2D GL Suywog ‘PU BE LE 
eENpOW Lz HT 3+ uyra"eeYD zEEz ~y Som tae Auusry‘spuE 9C-SE 
DUP ETE ve cua'ere ese | ro MpeneaL Sire 9070 Aged "Pd 00-U6 JueRND aPHE VERE 
Ree uuoy FST + UUIa HERD HIE PON. US ME C010 roquaS "TeqU) 9606 lextuo) ‘pug 2o-16 
Ly Ids eieey pt-Or Ze UyIEUIEH OFLT oe are 241 "pool apse) Z56e NaeUOd PUR OFT 
Te oUENENY 60-90 te uy “wIRY OF eT saan una 29 aIqML suo “wD 88-98 oun quog 1z-92 


HuystAN 00-6 
Aura 9656 
Aunepsues, 26-08 
f+ Suruums Eg-98 
pesds oe7e 
Murmois 1862 
Bupuais (SLs 


quo 00-86 


Kaus 1979 


Sup List 
sayvay pcb 
oH trOr 
Surtia GLE 


Seypuazeg FTI 
Suraoog 160 
Suruueyy $020 
Surg 900 

sMopuz “Surpuayaaddy 0-10 
wo OH 


SON BES MIG 


Buys 00-L6 
Bury 96-8 
sw0op OWN MAN FOE 
Sunopsunsy, 628 


Supauy HOTS 
Aurysmiunxg og-2t 
Sued oF +t 
Aura EOP 
Surpuad § BLE 
Mutarsoag 9f-fE 


ee mad 
Ge Itt 


91] 


0086 

SuyRUM 16°96 
Sunspuey 96-06 
Feb PUONIEN, 76:06 
1+ Surpiemyeds esse 
Burpasds Lets 
sumois E808 

z+ lm¥S BLL 
Muruaits 92-92 
+ Ud FLTL 

C+ satuuqnymy 1169 
dunyse] go-29 
amsuol] 999 
SupPH £979 
Sup 1965 
Raye BSL9 
aurtta oso 
Smug $stS 
Aupaig 2g09 
Suysindunxy 6rer 
Suruyeaq lyst 
T+ wonduisg Fer 
Puowma = TrOF 
Hurpeyed 6h2e 
Surpuaypq 96-98 
Muiatazag FEES 
ssauyzmd E08 
Se Marya —6EL7 
furmeyy 9%-St 
Aumpieag 12-20 
S+ 1208 

ve G6teL 

f+ Ltst 
Pep MMU Ys "Ze STE 
Z+ bot 

Peopul MNsIOA Zs “Ie 6020 
I+ 9010 

wo tou 
SoU BIS 7198L 
surysi 00-86 
Bury LEE 
F+/E4 Moma, FETE 
rqa4L 1669 
Sunvpeunsy gg-98 
Surpasds oe ee 
Sumols 28-09 
Mus 6LLL 
Supuats BLeL 

Se Mure pete 
BunyaT 0289 
Supe Le-s9 
Aupiy $979 
Sues 1969 
Bursid ao9s 
Aujumy oo-RG 
Surputd ZO6E 
Surysinfunxg stop 
Suumq rey 


‘suruuny.) 


D4 UMIpLSGO 


T+ uEtprsgg 

ssaudivyg peusarg ‘uayoity 
T+ spMQUICH 

T+ opuiquicy, 

Seite ay 


sot 


s+ pPMG OFSt 
y+ ePPPE rte 
f+ epENG Ore 
T+ eppNg SIL 
Le 2pEng orgs 
$+ 9peMe STE 
Fe oDPNE 9z-9T 
E+ -pPNG StIT 

Ze *1MG OT-90 
T+ PENG GOO 
wo ON 
SOatUy PIS EEL 
Surg 00-46 
pasuim 96-66 
aunpiEm 2668 

t+ oma Bg-98 
Sunesues, os18 
f+ SwoqiepunyL, FLL 
Ze suoqapunyy s1-eL 
Surpaads  ZL-69 
Auimois 99-99 
Runs 1919 
Buus 0925 
ung goes 
uonensuad 25-65 
Suny] sisr 
art rit 

Se PeaeyY OLE 
SuPICH gfe 
Sup 2E8T 
Suqeay 8z-<z 

Es ON FCI 
ue) OFLT 
Susi Otel 
Suyurms 21-60 
Suipurg g0'S0 
surysntoney $010 
wet neu 
sxowurUH E18 9140 
fe Jamomy wanted 00-96 
suru 1668 
Supaped 8sze 
Burpee 1892 
Bursa SL0L 
Murmseyy 699 
Surqveag e9u9 
9+ PIG IIS 
49usvg 05-SP 

Z+ Sudtusay Pree 
4Y SEzE 

Se leo 

te sz0z 

Ce 6t+t 

fe etLo 

t+ soto 

wa ON 
SHOU TIS MIL 
SUE 0066 
Saye 9616 

Ge wou, 96°56 
T+ WOU FEE 
T+ wou 2616 
SuneuEs, 066s 
Surpoods e829 

+ furqeads 9-98 
Burmols 1878 
Sumws 1962 

Te BMY BELL 

T4 wi wopury oL4L 
Suny] eLZL 
dump 1202 
aAgeAul 69-89 

Ze Suyoduy 29-99 
1 Suyyedury cosy 
Iman Gosnyt £979 
Z+ *PMIqUIOH 19-09 
T+ *PEIqU2OH = 6S8S 
MUIPIOH 19-95 
Sap sors 
Sayer 8975 

- MuKig 1908 
1, Mai ret 
sunuwig LF9F 
Surparg orth 
Suryendunxg erze 
Roum [POF 

1+ Surpromuoog 66-38 
Surmeped Lege 
mum GEE 


Ze Supuaig soury 
Te Sunsag somry 
uonsoag womusiyy 


T+ my 


Te pang epg cmp sate] 
fe /Te Huey 
dump 


2+ speiqusoH 


Fd 
SRST 


& 


Faces! 
ERSSLSSRZERBR 


& 


eri 


Te Spmiquioyy oo 
Sup St 
Sup oF 
Supe Sh 

te spremunn zeit 
Zs Sug OF 

T+ 3uvig 6 
Suuey ge 
supa Le 

Suez og 
Surysinfonxg oft 
sauea £8 
eo ad 

Ze uaa IE 

Le wenig of 
Surwreig 6797 

14 Susjuoseiq = oz 
Te Mupsemuioog — 9% 
Zets rydoq sz 
a 
soumyad 627Z 
Suspuyoq 1 
dursiaoq og 
eG ID Gt 
Sumey) gt 
Buqweaig LET 


f+ worsaad yy LO 
Se 90 

t+ 90 

f+ 080 
co) 

t+ 10 

=a oH 
sso88eq 6S 8190 
sary 0066 
Sonne 7643 
By wauoweUMA EEOL 
soremsepuy) 91-99 
aunesuey, 1969 
Sujuouumg go-1¢ 
s+ pesds sth 
ve pods arte 
f+ preds E97 
T+ Peds seer 
t+ pods L160 
Surmois 90-10 
was, OW 
MOGs¥OAD BS NAL 
SuPHS 00-86 
Aurusys 16-96 
IsPad $676 

f+ 31 1668 
Surya] 98-98 
Zunyirl sees 

1+ wormiacy E08 
SumploH LLL 
Supt gts 
Sey $LTL 
Sutig 1269 
unerig 99-99 
Supuig 99t9 
Surysmnsunxy 79:09 
ywomueyEy ES Ls 
Yuromg 96-49 
$+ mu EssIS 
P+ SURI OSeF 
f+ sous uror 
2+ mums tz 
1+ wumsid tr6e 
sunasyed sp9e 
aupusyeq se-et 
Sujamond Ze0e 
£- pany BELZ 
Z- pm 979% 
1 pesiny 3e2z 
Buqwsey) 12-61 
Sumpeng Stat 
Buytay ttt 

Fe Hemoy LOL 
£+ Memxsy 60-LO 
14 Sumy E010 
way Ou 


smoqesosy 225 Iq, 


pesing ‘Burma, 00-96 
SHEA L696 
0OR1 9+ Yuans o66 
66 16819+ T3uans 76-06 
O6SLBI T+ wBuaNs EeLE 
SLTORT C+ WBuanS 98-Se 
StZ+ GMuans 1gzg 
LIOLI+ Wang Ig6. 
V+ prods eize 
T+ HORS OLE 
afures GL IL 
Suyendy 0169 
wowueyd 8999 
S+ drysuuursyreR S99 
14 fuoy 29:09 
uawag jo uaz] 6o-99 
dung iss9 
E> andar, “Suryearucey = po-79 
f> Suryoosywsy 1-09 
Ty aaryddes map Gry 
T+ Kang “urng ott 
le puowg "wag EZ 
weaLang Tree 
1+ ad se-98 
f+ US BET WANE Sp EE 
Ze ouRg MYGEN ‘UDRTT TETE 
Ruyqnog oe-gc 
Zs muMEG 17-5 
14 soumsig ¥GeE 
1- PP8ND BOE 
te mtsodmey ELLE 
f+ Senay stat 
S+ Pl 
te 1160 
Ce 8090 
t+ sotO 
1+ e010 
way toy 
SMO 39S M48 

Sunyeag 
SULTAN “STII 00-96 
f+ Huryesg “esitieg 96-16 
Z+ Buryees “ee 06-28 
1¢ Sarpeog‘esyig 9878 
f+ WNIpa "ws TELL 
Ze WOU ETS 9LTL 
T+ INNpaRY “mse TESS 
f+ WaT eSNG L969 
Z+ WET MIP _Z9By 
Le WS] msTeG Lo-eS 


B+ Anwar “ererieg 

Z+ Samay waste 

T+ Savoy “wast 1g 

aun smu “ast (eg, 
Samypayy “Suniqnog ‘wistiTH 
usr y “Auygnog “wey 1E 
Aavoy “Surjqnog ‘esyij°q 
T— antpayy paeing ‘meyTeg 
1 2481] paeang ‘eyed 
1 <avaqy posing ‘wsiitog 
many 


£44 AeL0ySIAL 


"Ge Hurmosy 


+ 
surayysry 
Sung8ry ‘oxy 
S¢ Sony 
te Sayan 


b+ Sunny 
Ze Sayan 
t+ Sayan 

supa 


¢+ Surmng 
+ Buran 
€+ Suman 
@+ dumng 
le sto 


suodmy "praymony 

Z+ #uyuunrg ‘peoymousy 
T+ Sutuumig ‘peaymasry 
Sujuumag ‘pwoymossy 
9+ Sunpeag ‘proqmosy 
$4 Haryoas "peaymoy 
C+ Suryaag peaymouy 
T+ Hunrysag ‘poaymosry 
14 Burgoog ‘peoymosiy 
S+ URIPIEGO ‘puaymany 
Ys UNIPISGG ‘PHOYmaiy 
B+ WUIPIEGS ‘puaymosy 
Z-+ WEIpIEAG 'pwaymosy 
Ue UBEPISg “peaymony 
urysoyy ‘pwaymorty 
aoumsig Aur] ‘peaymonry 
Sunny] “proymouty 


$4 Aowansoy ‘peaymoasy 
fy Aseanaay “proymony 
Fi» Aovanaoy ‘puaymouy 
Ty Soeanaay ‘pwoymonry 

mary 


Spwoymorty ES F1qKL, 


Furpunoy, 


E> Peapan ‘Surdeys 

f+ [Ay Burka 

f+ mL SendeIS, 

Co FG Burdens 

£4 ar wUOW weg “Burks 
f+ aprday Jurcejs 

£4 safumy ‘Burdng 

f+ uipereg Burcwig 

By jem Furkuis 
f+ atop “furceys 


sabesuesesusagesase 


fy soLsayyrayses “Furdays 


By [ruouoyg “Buréms 


surquig 


94 Suruatg oy 
b+ Suruaig yoy 
B+ Supssotg you 
Se Mursuatg yoy 
9+ Suvuamey, 
+ Suruaniey 
f+ Surusmoy 
Z+ Aurumay 


jeunuy wig “aunedioutiyed 


84 sadug ‘Furydioussjog 


f+ Awaqing ‘Suyydsourdjog 


Be SUID “Bupydsoursjog 
f+ wapay ‘Hurydsoustog 
uyouotg, 

aounamsoeang 
uorywayouag 

fy wonwedjuaeg 


SSSIBBSEZ 


BSS8R5RRS 


0% 

ca awn} et 

14 Murnaysey gttt 
Sungate] or 

ey st 

1 Ht 

Sup et 

Peapun ‘use at 
odosyqumady] WOR 
wey “ULM, OT 
uoeg ‘wv gO 
umuingruog "ue, 20 
aanquarg snunby ‘wuMyy 90. 
e- sogh9 

B- aug £0 
1-104 20, 

ausig 10 

wo OU 

SmoAsy 2S 14EL 

9+ Murwoy 0066 

b+ Bury 96°16 

f+ Munna 96-96 

T+ Huureyy 666 

T+ Hummus 26-16 

“4 0668 

anamiatg SLs 
muopsoidxg 9f-98. 

by waned res 

Z+ eum ZE1S 

Ty sous 0862 
Suredsig sett 

Le vorwataquimg §9f-cy 
Summ PLL 


Ze waNg wy 


+ SuuaqN mS 00 fons ‘ont 
eee fe pean 
T= pasmg‘squs 86 © 
+ paoaioH 
t-sys 18 ; 
8+ qs 88 ee 
Ts posaten 
+ mquS 8 “ 
eopHSURINE "une 
+ ges 86 m0] 
z+ QMS BG 
14 UqUS ETS snOoUNTSISIN “ZS 
Be Munusig ‘wry 08 
B+ fussy any Bg 4 atamesinD 
1+ Sura ‘ay 3g be aiterestngy 
Be Burddesy ‘wey 28 84 eareng 
$+ Suyddery ‘wey 9s E+ gman) 
t+ Sunddesy "un og {+ ourestney 
Ee Tug eg sumer 20a 


BANASASHASSHASSASESSSSSLIISSSSSRSRATELESSSTUSTISSSSRKKAELEKLLSALS 


SR5RR3 3 dssezgesse 


gs 


SSPBPLRSSS TS 


Ce a) 
Ly Arey Jo sozeny “mI 
Be WEREHD jo sox “m3 


8 
EQERSSSASITZESSBEKRLTLEE 


cc 
1s 

05 

er 

er 

ue 

oF 

ob 

ep 

av 

1» 

or 

8e 

se 

is 

ae 

oe 

" 

ee 

ze 

te 

of 

6 

rd 

a 

% 

@ 

% 

& 

co 

1% 

% 

6t 

st 

tt 

st 

st 

t 

at 

at 

t 

oreo 

2 

40 

90 

0 

t+ Sled tO 
smonotg PIigy “UNImoTgG GO 
<Aqing "uy Suumaeg 70 
soiesejoooy 10 


, 
ii 


= 


z 
seessancsaassaee 


BELSISTSSSSSLAKLKAKLEALSSRLSRSSRSSARSTRESRBS 
+ 


a CAM HL) PPMIATTOS — 6°R6 
9) PETATIOGS. 16:06 


Rosle qoojueRY Aa5 

soanyeaig pRuMpUg MEY OT 
sustueyy 

adeyg pur sadosyrue3sy 6 

Zeite sodomy 90-10 


] +b 
woaer Guia snes Cy Fy 


i 


110.95 U.S. 
£6.99 U.K. 
CAN 413,50 
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Volume Two 


Sabre 


Sabre 
Sabre 
Sabre 
Salire 


Sabre 


Sahre 


cavalry, Most. 


Ines hil 


hand when parrying or punching 
mm etyle of the sabre in 
hamaehir, sometitne 


Sharpness 


id you ever 


san alternative spelling for wonder what a 


saben ts @ long, ct phylactery is? Do 
blad ) . 


you know what 


spicing the difference be- 


Us tht prot 


1,600 


7,000 


tween a cloak and 
a robe is? The 
Magic Encyelo- 
pedia answers 
these questions 

yas with succinct def- 
900 ' initions of every 


15,000 


type of item 


found in a magical treasure hoard, and every definition has an illustration 


See list of definitions in Volume Two nuns from Goggle to Zwieback, and com- 
pletes the list begun in Volume One. The listing includes an experience point value 
and a gold piece sale value for each item. At last, you'll know exactly what every 
bauble in any hoard is really worth. The listing also identifies the product where the 
itemis described and the page number where you can find it. A complete list of those 
products (current through December, 1991) also is provided 
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